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REDHAWK 

The comic strip superhero from 
MELBOURNE HOUSE 

5000 FREEBIES AND 50 GAMES 
BE WON 
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Take to the shies as you play the P art °f our intrepid hero "BOMBJACK' . the man 

without fear, as he indulges his incurable hobby of Bomb collecting 

"BOMB JACK" is the only game that will take you around the world from Greece to 

Egypt, sunsoaked beaches to the skies of New York City but don t e*pect a holiday 

in this game Danger threatens from every side intheform of deadly robots, rogue 

satellites and even killer -sparrows! 

Your only chance is to eat the power pill which drains your enemies of power and 

leaves them easy prey to BOMB JACK" But look out the pills effects won't last 

forever, unlike "BOMBJACK'S ' strange urge for collecting Bombs. 

Addictive, High Ffying, Bomb-Bust in Fun and the QuaJrty you've come to expect 
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The officially licenced home version of the smash hit Ho A coin-op classic. 
You play the part of Super Joe" crack combat soldier fighting a lone battle 
against overwhelming odds. AH the action and tension of the U. K. Christmas 
No 1 available for your Amstrad MOW! 
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YOUR AMSTRAD 
NEEDS HREMLIN !! 




PH HMiJIIH HUMtflri to 

Gremlin Graphics software Limited, Alpha House, 10 Carver Street, Sheffield S1 4FS. 7e\. 0742-753423 i 
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26 ACTIVE ACTIVlSfON 
Gary Liddon, bravely tor egoing his tea, breves ■ 
train journey to London to see how Aon vision It 
getting its act together. 

62 ARTIFICIAL INTELLIGENCE 

Julian Rignell talks to PSS and discovers that not 
ell intelligence b natural 

88 FOUR MINDS FOREVER VOYAGING 
PART Jf 

Sean Masterson concludes his transatlantic 
interview with the minds behind the extra 
ordinary HMFOCOM adventures 

91 PREVIEWS 

Another bumper edition including GHOSTS AND 
GOBLINS, EQUINOX, SWOHOS AND SORCERY, 
TEMPEST, MELTDOWN, and ROBIN Of 
SHERLOCK 



THE MAIN HEADINGS 

9 EDiTORIAL 

Malcolm Harding reflects on the takeover of 

Sinclair by Alain Sugar 

11 ON THE SPOT 

"The team examine some of your letters — and 
even answer some of them with artificial 
intelligi 



39AMTECH 

This month looks at CPVM word processing in the 
public domain. Jon Bates plays the Musk 
Minstrel LOGO in education and PROSPELL spell 
Checker among other bits and pieces plus 
Lett eft ech 

54 AMT1PS 

Julian Rignall turns hit cartographic attention to 
SHADOWFfRE and the first two levels of 
BOUNDER end offers tips and hints 

65 ADVENTURE 

The AMTIX 1 leprechaun, our own Sean Master- 
son. dives into the grotto to see what's up and 
discovers RUN ESTONE and REDHAWK plus 
Arcana 

72 NEWS 

An update on what has happened and whit's 
going down 

75 THE AMTIX I CLUB PAGE 

Makrolm Harding opens his briefcase and lea lures: 
more user clubs 

77 STRATEGY 

Seen lets Michael Jempel raise the flag on 5a Jute 
86, and also examines the merits of WATERLOO 
and KAISER 

82 CHART/HI SCORES 

87 RESULTS 

The lucky winner* from issue 6 

111 TERMINAL MAN 

The further adventures of the hardware softie 



TOP GAMES FOR JUNE 



Bruce Wayne, dons a binary 
ous mask and gown for Ocea 



IS BATMAN 

Gent about town, 
version of his famous 

20 MOVIE 

Stable mates Imagine offer the Amstrad version 
of this private dick him noir 

24 ZOIDS 

An accolade goes to Martech's robot monsters 

65 REDHAWK 

Say Kwah " and turn from ultra -wimp to super 
hero with Melbourne House) in this innovative 
new graphics adventure 

68 RUNESTONE 

And another adventure hits the ecofedes, origin 
ally from Games Workshop, now under new Fire* 
bird management 

102 WAY OF THE TIGER 

Gremlin Graphics launch their active Ninja 
game - 

106 BOUNDER 

as well as the bouncy game thai astonished 
CBM owners 

108 DOOMSDAY BLUES 

Following on from GET DEXTER, PSS offer 
another hit ERE rNFORMATTQUE game 



AMTIX I COMPETITIONS 

35 SOLVE A SINISTER CRIME AT 
AMTIX J TOWERS 

CRL are offering a dot! -yourself detective kit as 
well as copies of their new game ROBIN OF 
SHERLOCK 

38 WIN A COMPUTER COMPETITION 

Another chance to win either a CPC 6 121! or a 
Joyce computer, courtesy ol AMTIX ' 

64 DESIGN AN ALIEN SPACECRAFT 
Win the complete set of Amstrad games from 
MaVro-Gen 

81 WRITE AN ADVENTURE STORY 

You could earn yourself a real trte adventuring 
week-end for two courtesy ol Gargoyle Games 

86 SAY KWAH 

Show off your artistic talents or just acquire a 
stylish treebie from Melbourne House 



The next issue of AMTIX r goes on sale from the 19 
June, and there are really very lew people in the 
world who will forgive you rf you're not already 

?ueuing outside your newsagent' l door by 
30am that morning 
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Ocean Software Ltfturted 
6 Central Street Mrahester M2 5NS. Te le phone : 06f 832 6* 



quo 



rhe rcsmxtiOfts Ml me Tm Darorfaawtfi 
a mtssion . wow* mat guy^ a mat hec&fn 
ftwKffienwr thing fhneiviiwasfLn^vftg 
ctowntftccDnvJorsof tfaeftotfief Sfto, ifffv 
omrwigt jus a guic* ff*p on thejoystKH 
and I fuss jumping head wer teafc <j I 
rwf ftefcys Com*t job dw some 
fuer cwy ro&ot FnenJ gof mfo me | 
«omrntjn|>ytef - t*png charged to 
Mow the V*p CQ ten e y to m come, | 
* WO DUSf formula ! 
and getting u*ttd MP I 
*ri robots tay ] 

re have taste 

^Hp ^t«?c tfwgp a^e 

taTgaftftfrwfty 1 



asys* 



■ 






% 






Vk^: 






*t£ 



* ;*/£! 






H 



x 



■ ^H 






i fttfft€RiAOS INC ifS* 



*> v 



v ~ 



****** * * * * 



* * ***** 



i /_ 



995 



and a^ / ibdMNi^ueflfh 3n^# cwifr *^,ArV4^«s*^tufT?"j 
on'rfvMahcr^ £*ng *^* *&J& tift/* ~JN& , 



«I4 



iBTeteJC«»77 Ocean G 






The next show is 
doubled in size - 
and that means . . *. 

• TW/C£os 
much to see! 

* TWTCEos 
much to tryf 

• TWICE as 
much to buy! 

The summer Amstrad Computer Show is the 
biggest ever held, with many more exhibitors 
presenting all their latest products, including a 
large number on display for the first time. 

HOME USERS! See the versatile Amstrad 
CPC range stretched to its very limit with the 
latest megagames, hardware add ons T speech 
chips, graphics packages, languages, 
simulators, utilities, 

BUSINESS USERS! See the new word 
processors, spreadsheets, databases, 
accounting and other financial programs plus 
communications packages that enable the 
CPC and PCW ranges to talk to the outside 
world. 

EDUCATIONAL USERS! Rnd out why 

Amstrad computers are entering educational 
establishments in ever-increasing numbers, 
helped by their low cost, adaptability and 
networking facilities. 




Daiabntr Exhibition* 




. . . and it lasts 

for THREE daps 

instead of two! 



Champagne Suite and 
Exhibition Centre, 

NOVOTEL, HAMMERSMITH, 
LONDON W6 

Friday, June 13. 1 Oam -6pm 

Saturday. June 14, 10am-6pm 

Sunday, June 15* I0am-4pm 



Avoid the 
queues! 

Get your 
ticket in 
advance 
and. - . 




Advance ticket order 



□ Aduftidna * SMImmai £ 

] UndtTlfrDofcrtKCUHMvCD £ 

Total £ 

1 Cheque rncbtvd mod* poyaBr lo 
* «e Pubfccatfcc™ Ud 

debit my cntfe oh! account 




t hamp&gnv Suite & JLvfcthlrion 
Centre. NamatrL Hammmmtth W6 



Nam* 
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June IJ-iy J9S6 

FtMt to: Amifrod SJmi Tic km. 
Europa Hot***. 6* CJtrttrr Hood, 
Morel Giwe. Sfodtporf Sit J StfV. 
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THE KING IS DEAD- 
LONG LIVE THE KING? 



The neat time « snooty Sinclair 
u$er mutes some 
contemptuous remark about 
your beloved 61 28, vou can 
remmd him thai Amstrad boss 
Alan Sugar, one- time street 
trader and jumped up hiri 
salesman, bought out the 
prestigious and aloof Sinclair 
Research with his pocket 
money. 

The takeover deal — involving 
a mere £5 million — has bwn 
estimated a* costing Amstrad 
the equivalent of one month's 

Eront. in I hardly den! ihe bank 
alance To Sir Give Sinclair, on 
The other hand, it probably 
meant the difference between 
solvency and liquidation 

And where it must reaHy hurt, 
o* course, is that Sinclair iosl out 
to a man who lakes pride in 
being del iberately obtuse about 
matters technical persisting in 
talking about glueing on 
upgrades and powering micros 
with elastic bands. The gulf 
between streetwise Sugar and 
Sinclair's head-in 1 he-clouds 
mtellectualism ccHJkfn'i be 
greater 

So, while Spectrum owners 
try to get used to I ife wit hout that 
familiar freckled and 
bespectacled boffin, what does 
the takeover mean to the 
evergrowing hordes ol 
Amsters? 

In the short term- not much. 
Sugar' s main concerns are 
mostly with Tying up the loose 
ends of the Sinclair operation — 
improving quality control 
dumping the OL overseas as fast 
as he can, and dropping (he 
price of the unbundled 
Spectrum Plus to under C100- 

Ofice stocks of the Pfus hefve 
boon exhausted it will be 
discontinued, leaving Amstrad 
with only the recently launched 
Spectrum 128. and even that 
Sugar plans to completely 
revamp in the autumn, glueing 
on a dataoorder and a couple of 
joystick ports None of this 
affects Ihe Amstrad market very 
much, except to give Sugar an 
immediate return on his f5 
million and make him even 
wealthier. 

Sugar has also made ii c I M i 
thet whatever add-ons are to be 
included with the Spectrum 128. 
a monitor won't be one of them. 
If you start adding screens, you 
start killing off Amstrad — and 
we mustn t forget who we aft,' 
he ha-s said So it <s unlikely thai 




there will be a range of Smclair- 
bddoed Amstrad fookahkes. 

While the tm proved Spectrum 
128 looks set to dominate 
amongst games -playing 
machines, Amstrad computers 
will continue to make inroads 
mio the word processing and PC 
ma rkets , The p rom ised Si ncla ir 
Pandora CP.-M portable would 
have slotted into this range, but 
now it is unclear whether 
Amstrad will be marketing it or 
not. In the meantime Amstrad 
will be concentrating on its IBM 
compatible PC. due to be 
launched at the end of May. 

So, to some extent, it looks as 
if it s business as usual, wiih 
Sinclair and Amstrad machines 
selling into different and non- 
competitive areas of ihe home 
computer market Nevertheless, 
there has been a fundamental 
change, and the implications of 
it are quite disturbing, 

Alan Sugar now effectively 
controls the UK home computer 
marker wittf (h^ only real 
contenders being Alan and tired 
Commodore. It signifies an end 
to the price wars which nearly 
crippled the industry IS months 
ago, but it is an end, too, to the 
days when customers cOu Id pick 
and choose between a wide 
range of rival computers a. 
competitive prices From now 
on Alan Sugar will be deciding 
what hardware — and even 
software — you will buy, and 
how much it wilf cost 

And that can'r be good for 
anyone 



EVEN THE ELITE CAM BOOB! 

Out friends at Elite Systems 
have asked us to point out that 
theirgame. Commando, sells 
for €9,95 on cassette and not for 
fB 95 as was stated in las! 
month's issue of AMTIX! 



AN AUREOLA OF 
ACCOLADES 

The computer software games 
is a funny old world. Some 
monihs there ere very few 
games worthy of accolade 
status and then there are 
unusual times like this month 
when there are no less than 
E IGHT accolades. It a) I bodes 
well for the future of games on 
the Amstrad. They are definitely 
in ihe ascendency ! Well done to 



all those companies whose 
•games have exceeded the 
magical 90% overall figure and 
to those yet to attain this elusive 
status ihe message is Take up 
the challenge' r 



HELP F ROM LE VEL 9 

Earlier thi$ year we published a 
letter m our Letfertech section 
from a reader asking rf any Level 
9 adventures were compatible 
with the CPC 61 28 In answering 
this poser the instructions did 
not appear quite right. So here 
are the correct details. 

fTAPE (return) 
T ype MEMORY & 2 FFF (return) 
!,!•■ LOAD 

M AD VENTURE ".&3000 'return) 
Start Ihe [ape Press any key 
when loaded 
Type CALL * 3000 f return) 



SOFTWARE REVIEWED IN THIS ISSUE 


Alien Highway Vorte* 


a 


Nick Faldo Play* The Open 


Batman Ocean 


1H 


Minrj Games 100 


BounderGremlin Graphics 


106 


Prospe }t 45 


Comet Firebird 


28 


Redhawfc Melbourne House 


Commando ENie 


99 


85 


Doomsday Slues PSS 


108 


Hock ft Wrolle 


Frank ie Goes To Hollywood 


Melbourne Hou se 32 


Ocean 


m 


Runestone Rubin) 68 


Glass Quicks live 


22 


Sam Fox Plays Strip Poller 


Kaiser Anou>soft 


78 


MiirtOCh 30 


Master Dish Siren 


KM 


Water kx* Lothlonpn 71 


Mooncresta Incentive 


16 


Way Of The Tiger 


Movie Ocean 


20 


Gremim Graphics 102 


Music Minstrel Kums 




41 


Zoids Martech 24 
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CALENDAR 
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Han mj c \ lain . Another bitch of informed, succinct ffteratn. I 

■ humorous end impmnimi «ommtntf upon the slate of the Amitfid ■ 
1 industry And 1 hat s just the r ■piles . Some of th* letter* you' v* sent 1 
I m eren'l too bad either, tw H mm do get the oaawwiJ bigoted 1 

garbage icrewtecf on a cornflake packet top (though w* u* com* to 
expect that from Sinclair public relations tine* the takeover j 

As always, a rwnndar to address your letters to the correct 
magaiine deportment Send technical queries end the like to 
AmtecH, end only iefiera lot publication to OTS 

■ So, let's cut the (Mather and banter and gel down to business We ■ 

■ Lead with another wondrous piece of pros* Wh ich w in* our Letter of I 
i the Month priie A voucher to* Oil of software will won be winging i 

■ to way to erudrta Mr RruC* In the meant wne, take it away ■ 
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flijmvi THE LAND. 

I am sure that you too will have 
noticed the disturbing srend 
which has appeared recently 
that of the increased monopolj- - 
sation of the software mdujuy 
in Britain it is becormnfl . 
mgly dominatud iff a vt \f\ Fl-w 
large contp antes wort 

nple s w hieh i u ' . ■ i q ' ' i unci 
■eLSGoldt^ , 

r ■ Jie,emf ;itvBri' 
TeiecdrjiiioQMiftir^ne 4 &'■>• >r*rt 
)d*r pa» 

Thrs : r «-ntihe*<fcllurbing 
fcrfN^hjoOTbr the freedom 
and ffflfity of new ideas, ff one 
or two companies tanjA^ure a 
taiga enough perj^rtage of the 
market then they can for 
to be success fu^^^^Ha v ■ 
massive ma rketns clout They 
can put pressuson ret&ile 1 to 
stock their fit 1 > s, with' 
advertising Fromrnegazin 
Which give per fctonih/ had 
reviews, and eKh buy ufr mag 
aiines and rh^B&utgis 
consumer mflftsoon tv f icing 
a situation v^^^^Hnl y easily 
acquired so^^^Mjipr 

How loJ^^^^Hfefore 
weN lov jdcomp^nic .ffenng 
individual service, safch aft 
Ta$mm,Lrjvoi9,Dr Design 
and H»pft becomerifairt of the 
u ns r ppab^e f aceta s c o f po rate 
mat. >une? Can we r>* i >ect the 
ty of se/vice s- --en. tor 
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anger of being 

My second r^ nt con cams the 
dearth of dMLbased and 1 28K 
aoftwere for ? h ■ ■ Amstf ad . The 
CommodonB l^ « ; 



greater proportion Of it^ iOtt 
ware re I eas*:- d > >n d i sfc th an in ■ 

AmitraHdo. 

oorr i [iafi ies h j v * •> the aui tacit y to 

j©di ^-..ions ! .i -'"• 
CtxnMv^d^rt ami n.it fur r0» 
irad 

AH EheLilajnafpi thTs shortage 
dmntj' be i»kl ailhe door of son- 
Wd '° hn i , s Amstrad has 
N* [pad create a shortage of 3in 
disks, and maintains them at an 
inflated price. There a re some 
retaiters who persistently refuse 
to Stock disk software, so how 
can software houses be expec- 
ted to provide disk software if 
■ih+'vare unable to find an outlet? 

I WttuloanMbMtutt AMTIX1 

takes a leading rotel^^i^^ 
campaign for more disk soft 
or programs noi jvaii 
- andwhi 

' twdfe AenJfll ! '" unwvillinqito 
discuss how ii can^e ww^ 
ferred, eyen when proof of 
purchase i& given, than AMTIX I 
should pf mt routmos to allow its 
transfer 

The ordinary diak-drive owner 
has his panto play, too They 
must put pressure on software 
houses by writing to in em, as 
well as to magti^uKj!-. 

Finally, why after nearly eight 
months, is there no software 
wh ich ul il ises tht- full 1 2&K of the 
CPC61 28 me mory? Within days 
of the launch of the Spectrum 
1 28 houses were falling over 
themselves to produce exten- 
ded versions of earlier 43K 

Stuart Bruce, Cteator* 
Cumbria 

This monopolisation of the soft- 
wa re industry It not as recent as 
oil that For years now small 
independent tompnmes have 
bean swallowed up by the big 
fish, and many have seen it as a 
sign that an immature industry 



DDDDD 

based in the early days on one- 
man outfits operating out of 
bedrooms and garages,, is at last 
growing up 

Guicksilva, Lothlorien. 
Bug-Byte, Imagine, Rabbit, Mew 
Generation, Beyond, Ultimate, 
Odin r These and many others 
have been absorbed to some 
degree or other by larger 
c:i>mp^nies Sometimes the 
outfits are kept as separate 
entities maintaining relative 
independence ~ Uhi mate Is 
cine such M nthaj I ftM p ii n »s thi» 
name only which survives P as 
the original teams are disband- 
ed and drift away. 

And yes, all this can mean less 
choice for you F the consumer In 
practice, though, large software 
companies are only too aware 
that however much clout they 
Can wield, whatever the 
potential there is for putting 
pressure on meg&itnes And 
retailers, in the end they can 
only survive on the quality of 
the software they produce. H 
coercion were- used to influence 
reviewers and distributors — 
and Ft has been tried — the 

Cbi ic might be conned once, 
t not twice. H you've been 
caught by an over hyped 
product which hasn't lived up to 
expectations, haven't you 
thought twice before buying 
another program from the same 
company? 

As for the remaining 
independent companies* many 
survive precisely because they 
do offer an individual service 
puahich the big boys cannot. And. 
Of course. Uecause theM operate 
professionally a$n4 produce 
consistently pood software 
Make sure you continue to 
support them 1 ^L 

Your complaints about the 
lade of disk snttwara have oftoi 
been votced in these pages, an d 
once more we echo your sefrti 
ments T hr- r.speto disk trar 
routines art- under consMar i 
tion (see ebew here in 03 

And lastly. 128 software ^ 
gracfuatlv surfacing lor the 
Arrsstrad. 4*nddon t bemr 
the Spt^ctru rn 128 SOftwa > r - u r 
rentfy a w.ilBble Many of l ha so 
called^-! inded version * 
only sou rid added (flocks 
S^Owj or were run to^f^l her 

versions of games whih prev- 
k>usly covered more tr in one 
tapaf^werf^rf/n^Sf* v). 
Genuine; 128 Spectrurr. urog- 
ram k .1 re still pretty tl 
ground. 

A i i that endetn t< i 
les&nn V<utt month, is chnslr 
anrty compatible with being a 
loftwa re dfet rflnito t 
OTS* W 




MICE GET STUFFED 

DearAMTlXL 

IVe just bought the much hyped 

AMX Mouse ror my CPC 61 28 

Everything was fineuntiM tried 

to screen dump to my Shinwa 

CPA 80 printer 11 would nof 

wofk r 

I rang AMS who informed me 
lhat the printer was not fulky 
Epson compatible and They 
would be writing some software 
for this at some tutu re date, My 
complaint is that they appar- 
ently knew lhat screen dumps 
could not be performed on the 
Shinwa using ihis software. So 
why didn't they make this clear? 
When are they going to wnie 
thFS software and will it be 
supplied free, of charge to 
present mouse owners? In the 
meantime, Shinwa owners, be 
warned. 
Alan Taylor, Uttoxeter Staffs 

At the moment, we have no 
information as to the avail' 
ability Of this software from 
AMS and whether or not it will 
cost you It's a shame that such 

■ incompatibility problems went 

■ not explained sooner and were 
I sure your warning will be 

B heeded by non-Epson printer 

■ owners who are concerned 
a about rolling rodents 

, OTS 



TRUE GMT 

Dear OTS 

Your magazine is boring! I 

n one iiauaof 2ZAPI and it 
a*** tollier than AMT 
knows now boring and drab 
CRASH is 

Whaff this about Gary Perm 
being Madonna's brother 
law? And Julian Rignall (what a 
poser} having fan rnati — the 
mind boggles! 

You Data that AMTi- 
mdepentient Irorn ZZAPI mti 
CRASH Well it isn't because tha 
contents page pictures are the 
same, only changed from month 
to month, The layout is alto 
similar You should introduce 
flockforrj mlo your margins. I 
thmk the reviews in Z2AFI are 
I better than those m AMTIX ■ 

Just one more thing lyou II be 
pleated to hear). This Terminal 
Man str i p it a piece of Gut Scrap 

Hkk (Flash] Spent* Co Down. N 

kiland 

Mow hold on a second, Rash 
One minute you're telling us 
lhat thai mag h too similar to 
our sifter publkatloni and the 
1 next, you want us to make it 
even more f imtlar by f cat ur ing 
Bodfford Coma on, N you're 
going to moan at least moan 
Sensibly Anyway, artnt you 
; pleased that this mag tsn t writ 
Ian by thai bunch of wait do*? 
We've hired new weirdos esp- 
ecially Some people mrm ne ver 

■aftffatf i 
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FftEGNAffl PAUSE 

OMfAMTDCf 
I have iust bought your 
magazine for the Third time. 
Now I have sent in an Amhxion 
na I re, entered a competition and 
generally had a great time 
read tog AMTIX1 from cover to 
cover Maybe I should add that 
I'm not a computer wh iiz> kid or 
anything like it. but a wife and 
mother who likes computers 
and computer flimea, playing 
them and writing them. 
Est^c tally adventures That's 
why tm wntirtg this letter 

I have written a game with 
GAC and would like to publish ft 
The thing «< being a relative 
newcomer to computers, I dorVl 
know the first thing about how 
or whom to submit my 
advent li re to . A ro there any rule* 
or formats? Canyou gtve me any 
addressee to send it to* 

Just one more q uest ion , 1 read 
n a newspaper that the redi* 
1 «>n and stot k; emrtted by a com- 
puter or monitor {can't rem- 
ember which) was harmful to 
pregnant women and their un 
bof n babies, Could you possibly 
shed any light on thtg matter? 
We are planning a baby end* if 
this is true, it would mean put 
ting my 464 back in its box for 
nine months I dread the 
thought). 

I Ahumada. Leeo Vettev. 
Nottingham 



o oo 



You could try showing your 
game to Incentive (what* 
address wil be on the GAC 
package] « Ihey are interacted 
m games written wrt h their 
system Other than that, any 
software house that produces 
adventure games might be 
interested As to formats, you 
should lend a good map and 
hint s heets to any prospective 
publisher along with a useful 
vocabulary list All such 
information should preferably 
be typed . double spaced with 
wide margin* Of course, your 
own name and address should 
be on anything you send out. 
Afcvays send copies — keep 
your original Good hick to you. 
As for radiation, though such 
inn are p o ae my grounqnu, 
th e r e are some who maintain 
that rt hasn't been proved either 
way., end therefore advise 
caution There is even a 
company — ■ the neme of which 
escapes MS — that sells lead 
aprons to women who are in 
constant proMimtty to VDOs 
Even dom e stic TVs give oM 
some radiation, and the clow* 
you sit, the more you gel To our 
knowledge, the amount of audi 
static or r ad ia t ion is nowhere 
r enough to do any kind of 
! to anyone, no matter 
te their condition. 
but )f you're worried, try \ 
* QP or local ante-natal 




OTS 
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MANCHESTER: A TRENDY 



WHITE JACKET 



WRITES 



Dear OTS. 

First time I ever wrote to a rag 
like this was on the touchy 
subject of ZX81 power supplies! 
f Thanks — 0/5/ Having 
upgraded to the 464 f last pay- 
ment due end of July), these 
problems go window -wards 

Who should I inank for ■ 
wonderful show 7 Not my best 
male who tfidn f t even tu m up 
when I asked him to (dashed 
unreliable, these Commodore 
owners, rather like the machines 

possess I Possibly the fair 
city of Manchester which didn't 
coat me an arm and a leg to get 
to; possibly the nice man on the 
Dart Electronics stand who let 
me have a go with his light p^n 
when all I wanted 10 do wits vi 
down for a wh r la . No, it has to be 
AMTIXI who 1 turned to for the 
one thing I need above all else at 
computer shows — a placcy 
beg 

You fememlKM the kid with 
the trendy white jacket, gray 



jeans, curly hair r cold *ore P 
looked absolutely knackered? 
Wen, 'twas me. you'll r>* glad to 
know and it was you. tn your 
wisdom, who pointed me 
towards the Interceptor stand 
Thanks . > . for whan Oh yes, the 
bag But the blotie looked as if 
he d seen an early Virgin game! 
Far out 1 

I wandered around, well 
nearly, when I wasn't playing 
sardine in a bottleneck, marvel- 
ling at 1 1 -year olds with the 
ability to rnaka their fa than 
open their cheque books. Just 
this once, Paul, then that's it!' 
Well that's my view of the 
March Arnstrad Computer 
Show, the view thai goes f u rther 
than no vie* has 
lYiaFftn r¥iio, rornerr act* w 
Yorkshire 

Well, er —thank* rs always 
interesting te hear another 
pointer viawlsn 
OTS 
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AGEING 

AMSTERS FIGHT 

BACK 



OwrAMTiX'. 

I was going to r«p1y to your 
questionnaire until I got to the 
question, 'How much pocket 
money to you spend each 
week?' What does this include, 
beer money, mortgages? 

As a professional 
programmer, I gel enough of the 
com purer games are for kids' 
attitude at work You, of all 
people, should be immune to it. 
why can't people realise that 
computer games are just as 
valid an entertainment medium 
as as wa«ch*ng TV or reading a 
book? 

I bought my I green screen) 
61 2S mainly as a serious 
jKOfl ramming tool But I've 
come lo find that playing Mmgt*t 
Lore Or the like is much more 
satisfying than programming 
after a long day at the terminal. 

So. come on AMT1X 1 Your 
senous software section is way 
ahead of the competition — 
please don't assume that we re 
all young kids whose parents 
bought us our machines for 
Christmas Remember, most 
Amstrad users are supposed to 
be second generation micro 
users and observe to be treated 
as such 
RA Ford, Beckenhem, Kent 

Oops, sorry Heads will coll m 
I the phraseology department 
I 07S 




THE PRICE IS ABSENT 

Dear AMTIX ', 

After reading your issue s»h I 

found it was great — right to the 

last adven However. I noticed 
that the review of Strtk& Force 
Harrier had a price of f a *> I 
car fieri on looking for a price but 
just couldn't find one, so please, 
please could you tell me the 

Brice?l 
arren Newham, S wan ley Kent 

How embarrassing Actually, 
we only did it to see rf you were 
still awake after reading the 
review ol FA Cup Faults f I To 
put the record straight then, the 

?am« costs £3 95 on cassette or 
14 » an disk 
OJS 



HOARY CHESTNUT 
RAISES UGLY HEAD 



Dear AM T IX ' 

Thanks foe the modern from 
A CMit Holdings that • won in the 

q jmpgtitMjn you ran. I wril now 
" pnwably run up a large 



" of aim 

information serves*. 
Please oDukt we have more 
A iriiDrmartionoriiapeiodisk 

transfer as we are not al( exp 
A hack**? rVhapi ym, muu 

bmm a monitory page based on 
A readers' aapanenca wnn 



L (iafcwfierethi 
A methods — especially where the 

prtigr ami concerw»<J mr \ 
A actually available on d*Jk Ikmw 

the hoary old quaabon of 

" lapecopyingjthii^iofrware 
* houses have noih*ny to rc#r 
** from people who dim ply wish to 
■rvt? all meir programs on dwk 
Socomr .Mohave 



more information about 
various hardware add-ons. 
iepKialryhghipensandmce^l A 
would also wetoome more 
viIucttiai pott on ihe new si ^ 

printers as it seems that 
equipment fs in the shops before £ 
reviews hit the newsstands, 
prohabry oacausti oflhe / 

reluctance of manufacturers \o 
supply prcultic E i for rev ■ 

S Hichardton Ipswich Suffqlb * 



atotlt the QM#f*iOrt of piracy 
rearing Its ugly head again; but A 
wa won't let ih»r bother us toe 
much H readers ar« interested o 

In submitting ihetf ■mpwwnee* A 

let's ha we '»m * 

Aa tin ti ill urn will uuuMmi 

|r> ihv ww them n and when wf A 
g*4 them snd a primer feet urm 
is in the pipeline Slsy tunad A 
0F5 
AAAAAAAAAA 
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DaarOTS r 

Being almost sound in mind and 
body, I hereby declare AMTIX! 
to be the best mag in the bizz. It 
has helped me a great deal in 
choosing software, with one 
except io rv I refer to your review 
of S&yfQXr in my opmion, the 
worst game ever to grace my 
monitor White the speedo 
registers about three million 
mph, on inspecting the horizon, 
you appear to be going as fast as 
a lame snail 

Another moan is about 
Rambo. Wow, I thought when I 
got my copy I was disgusted. 
This must be the worst 
trans I ahon ever The screen is 
about as big as my thumbnail, 
making playing impossible. Tul 
tut. Ocean 

Next, may t co/igratulaie 
Melbourne House on their 
excellent drawing package, 
Melbourne Draw* This snort 
prog is easy to master and can 
create stunning effects in a short 
while Well done. 

While we're not on the 
subject, my ne*t thought 
concerns fellow Bilbos and 
shipwrecked heroes amongst 
you. Isni it about time the 



software houses thought up 
some new ideas for adventures 
as I'm tired of the same old 
solutions cropping up If \ tee 
one more snake /serpent being 
killed by a songbird m a wicker 
cage, I will not be able to control 
my alimentary canal 

Finally, a playing tip for ffte 
HobhiT When the computer 
crashes for the sixth time, take 
the tape out of the data 
recorder, place it on a hard 
surface feg: concrete) Then 
strike tape forcibly with a blunt 
instrument Or refer to my 
motto If at first you don't 
succeed Drop rt from a groat 
height 1 

Yours, bloodshot eyed, 
Paul Adams, Sheffield 
PS Can an yo ne tell me how to 
avoid beirKj stung on the bonce 
m TheHobb'ti 



Certainly Wear the ring 
Continue in your original 
direction tor one move Wait 
twice Continue in original 
direction lot (ini- mora ffWH 
Those nasty, bulbous eyes 
should then disappear 
OJS 



AMSTRAD 

IN MANCHESTER 



MOW IN 
STOCK 



CPC6128 

C PC 464 

THE NEW PCW8256H 



tus 



PLUS .PLUS PLUS .PLUS PLUS.PLl 



• JOYSTICKS • SPEECH SYNTHESISERS 

• MP2 COLOUR MODULATORS 

• "SUPER POWER" EXPANSION KITS 

• ARNOR MAXAM UTOPIA AND PROTEXT 
- AVAILABLE ON DISK AND CASSETTE - 



LUS. PLUS .PLUS..PLUS.PLUS PLUS PLUS PLl 



A WIDE RANGE OF SOFTWARE FROM 

WORD PROCESSORS TO GAMES 

ALL GAMES AT BUDGET PRICES: 

AT LEAST 5Q,0FF!f 




NOW IS THE TIME TO CALL IN AT: 

BUDGET 
CENTRE 
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WE ARE 
HERE 



51 FENNEL STREET 
MANCHESTER M4 30Y 



on tel: 061 -834 2808 
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FOR SPECTRUM, 

COMMODORE 64 

AND AMSTRAD 



Liberty House. 

222 Regent Street, 

London W1R7DB 



AFTER THE EGG COMES 




iENCY TRANSMISSION . EMERGENCY . . . EMERGENCY TRANSMISSION . . . EMERGENCY . . EMERGENCY TRANSM 

Distress signals received from Eroc I suggest all human life threatened 
Expect to find terminal situation . . . Prepare accordingly . . 

From A V F comes CORE; telepon into this fully animated, icon-driven adventure and explore over one 
thousand full-screen locations. Wilt you find the pieces of the scattered brain and put it back together 

before yours falls apart? 

in cose of difficulty. Core con be obtained from Argus Press Software Ltd, Greenwood House, Dtwhurtt Stnttt. Darwcn, Lories BflJ 2EN 







■ i 


m 


m 





k0N-THE*SR0"P 




TECHNOCRAP? GORDON 
BENNETT! 

Dear OTS. 

After reading Graham Bennett's 

in issue six, I felt I had to 
put pen to paper. I have tried all 
the Other Am si rod magazines, 
including the one that charges 
SOp for a free gift, I stoppeagel- 
Ung these because they were 
too full of fechnocrop. Don't get 
me wrong. I'm not against 
Amtech. I enjoy f eadmg it some- 
times — just don t let it take 
over 

So let the Bennetts out there 
take note. H you want an techno 
crap, buy the magazine that is 
NOT an official Amstrad public 
at km. 

Just a coy pie of points to 
finish on I have calculated that 
in AMTJX 1 issue six there were 
106 pages, which works out ai 
OOCBp a page While CRASH 
tssue 27 had 138 pages plus a 24 
page playmg tips supplement 
which worts out at 0O6p a 
page Just because oi her 
Amstrad magazines are a rip off 
doesn't mean that you can jump 



on the bandwagon, Come on, 
add a few more pages Give a 
few to the Leprechaun for his 
adventure bit. 

Last point: why don't you 
print th# Lunar J «man strip that 
appears m CRASH? I'm sure 
raiders who haven't seen it 
would find ii very funny 
Allan Price. Bramley, Leeds 

Bret of ad, you wa lly- you r ca leu 

let ions are a couple of decimal 
points astray A quid for 106 
pages works out at (hUp a page 
And anyway, do you think it's 
fair to Include the CRASH play- 
ing tips supplement when it 
i»S a One off 7 

There are all sorts of really 
boring reasons behind the 
relative si»* of magazines, 
such as available material, 
number of advertising peg*** 
whether the month has an Y In 
it, but just remember that it's 
quality, not quantity, that 
counts. 

The Jetmart strip is purely 
CRASH material at the moment 
but as to the future, who 
knows? 
OTS 



I ITCHY HUGGER FINGER 



Dear OTS r 

I was quite surprised when I saw 
your Gurtfnghf map. Why? Well, 
maybe because Guntriyht isn't 
available on the Amstrad yet. 

Also, when I buy another (and 
far tetter) Amstrad maga?me, I 
notice that you have almost 
exactly the same games 
reviewed Could you be a bit 
original and do something eta* 
for once, 

I also wish to complain about 
your reviewing technique Take 
Sptndtrfy, The other mag had 
clear, welMatelled screen shots 
Your screen shots were placed 
diagonally across the corner of 
the page and part of the view 
was obscured. This may look 
good, but Tm sure that 
everyfcji .rj v would i m$m decani 
screen shots which show the 
graphics deaf I y 

I hope to see some 
improvement soon because 

CHASH is 3 pretty good mag and 
AMTlX f could be just as good. 
James Dyfbd, of no address 



STHE 



DeerAMlW - \ 

In the Apn I issu* you make H \ 
clear that su bscr ibers are \ 

<n every 
nam ordered, But what you 

ite is i he percentage of 
the discount. So could you 
" am M me know to I can take 
I advantage of your superb 



f mail ofd er aytjeni? M 
iJ Plows* MRiMftvwaip 



Suffolk 



Hare goes You get 50p di Mount 
if you order one game. Of 50p 
dfcscou n t on orders of up to and 
Including t10 r or €1 00 discount 
on orders af up to and Including 



7 No? Good 



* You read it here first F We have rt 
on good authority that 
Guntrtijhf'% arrival on the 
Am sir rid is imminent. We just 
jumped the gun a Mile 

Aa for reviewing the same 
games which other mags 
review, would you rather we 
wart si k months before 
reviewing any g times which 
appear in the shops? Because 
otherwise it's inevitable that all 
magazines will try to be as up 
to date as possible, and review 
games simutlaneou sly Bit 
obvious,, wed have thought. 
OTS 



| Dear OTS, 

I want to subscribe to an 
| Amstrad magazine because I 

want information about 
I software, hps dnd pokes I am 

deciding between AMTFX f and a 
I certain other magazine 

Mv friend subscribes to 
1 CRASH which I think is great 8ui 
I why can ' t AM TOG be as good ? 
I Its a shame that almost ev^ 

(picture is m black and white I 
would not mind paying an extra 
|20p for more colour pictures. 
rirentasmany 
I reviews as in a certain other 

What about comparisons 

between similar games like Htoy 
I of rhe Exptodmg list and ¥r£ A r 

ffu/7gA/*frneed not oiwaystoea 
| comparison of two Amstrad 

games either 
Four out of 12 games 

reviewed are cheapies Surety 
|you can do better than {hat 1 I 

understand that some people 
I can't afford more expensive 
.games but why don t you n 



■ . . rh fewer 
commen ts a n d descr i pt ion s ? 
Have more reviews, more up to 
dale and more in colour 

More tips and fewer 
photographs would not go 
amiss How about pokes for tape 
to disk V >te 

lives? Have some kind of 
software round up with the 
price, a photo and ratings. There 
are surely many other ideas and 
no doubt the questionnaire will 
help but If st j ruf o rds go up, then 
you will have more buyers and 
subscribers 
AS Fr a nke. Poole, Dorset 

Look r we are talking about 
AMTTX 1 aren't we? Our last 
issue had 32 pages of colour 
editorial, not counting 
advertisements, twice as many 
as another nameless 
independent Amstrad 
magazine, which also, 
incidentally, featured less 
reviews No contest 

Abo you want less reviews of 
cheap iesV Do we detect a trace 



of snobbery here? You claim 
that you understand that some 
people 'can't afford more 
expensive games' yet you think 
that these poor sods should 
nevertheless be punished by 
giving budget games less 
comment and description 
Actually our policy is to 
*«chg 




qame with an 
Open mind, Irrespective of price, 
and give good games long 
reviews and bad games short 
reviews. In any case, the games 
which we review are the games 
which we receive 

Finally — maybe we're stupid , 
but we can't see the point of 
comparing two games which 
aren't available for the Amstrad 
in mn Amstrad magazine 

Phew fJowthnt we vegot 
that off our collective chests, we 
hope you make the only 
sensible decision and continue 
to buy AMTIX1 Remember* nine 
out of ten housewives agree 
that AMTIX' refreshes the parts 
that other rags cannot reach. 
OTS 



LONG!! 

(N THE SABRE TOOT). U 

Dear OTS, 

Come on, is this all you lot can 
do? Let's have some tips for 
good games like Spetthaund 
and Sabre Wutf The other stuff's 
.mdall lhat, but I'm sure you 
could improve Amtips just a 
tranv woeny bit 
Thomas Parker. Bath, Avon 

Watch this space There will 
be some playing tips on 
SpeffbountJ. bur Smm Wvtfim 
getting on a bit Nevertheless, rf 
someone does send in some 
wuH lore it could well get 
printed (hint. hint!. 
OTS 

-VALUES AND PRATS 
SHOCK HORROR 

Dear OTS, 

How dare he call Amah- 

wa Mies and prals, I'm referring 

to Mr Kevin Hall of Norwich who 

was going on about people 

taking the mickey out of his 

Bkjr ious Spectrum If hi 
It machine is so great, why 
does he redd this mag (pra! 

He should stick io CRASH 

I was pleased to see a preview 
Of Winter G&mes in fast month's 
issu* y made me feel 

great to know th at US Goirt are 
not sitting on t he des 

wh 1 1 r> < i n x i mis Amstc rs w*i i T f or a 
product which has been 
advertised for a year I Ocean am 
goodanhau 

One more thing What 
this fuss about Sorcery ? It must 
be the most boring 
mark&t ladmrTlhegrapi 
good but the game is lousy 
Keep up thi? good work 
A M v Coventry 

There's no answer to that At 
least, we can't think of one Can 
you think of one Male? No, he 
can't think ol one either Onto 
the neirt question 



I Oh, there isn't one 

i 



Well, guwthet wraps *t up tar 



Brt of a lame ending though 



OhJuingon thooghju*tm 

wrrtatopatae AiffW! (okay 
you can bttth as well K vou 

feel vie nseoK sew hv tPBMv 

■tout aoflwk»«, 
MtfMiln- 
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MOON CRESTA 




incentive Software. 
£7.95 cms. £12.95 disk 

One screen shot you will 
not see on the game 
Cameron the Camera use a 
some wizardry to produce 
all three section* of the 
rocket. 



CRITICISM 



,1- 






Ev&n though it is an entertaining 
game the Amstrad version of Moon 
Crest a seems to ba fazktng some- 
thing although *t was hard to decide 
what SM&ctfy that something was. 
The fX did not sound res J but. hav- 
tng satdthat the graphics and colour 
were good especMfy the loading 
screen ft certainty has soma add*c 
trve qualities end / found it fun to 




Lj ere's a new game on an old theme thai 
■ ■ should get the blood racing again! 
Away with the namby-pamby arcade/ 
adventures! For ia p- happy arcade freaks 
Incentive's new Moon Crests will revive ihe 
good old rainy days spent hurling ten penny 
pieces into the slot of an arcade machine;. 
Thas is a loving [and official} recreation of 
the Nichibuisu arcade original, right down 
to the attract mode with a colourful title 
page and a message reading. 'Moon Cresta 
— A trip to the Space War — Try it Now! — 
You can gel a lot of Fun and thrills 1 The 
major change between the Arnslrad version 
and the original is the panel allowing you lo 
select between the redefinable keyboard 
controls end joy stick options. 
Moon Cmst a is a classic shoot em tip set 

¥R<iinsi a downward scrolling sfjirscape, 
our three lives arrive at once as a three- 
stage rocket which flies to the top and 
separates, leaving the nose stage to des- 
cend afterwards to the base of the screen 
ready to do battle. If you lose that life then 
the two remaining stages repeat the 
process, leaving you with the middle stage 
to fight on The first si age hasa sing Ee- firing 
laser, the second and third stages each have 
dual-firing lasers Vour craft moves left and 
rrjjht along the base of the screen while the 
nine different attack waves try to destroy 

Sou There are four waves, consisting of 
lue then yellow aliens (which split into a 
smaller alien when shot! and a red then 
magenta wave of fighters before you are 
faced with a docking of the First stage with 
the second for bonus points. The bonus is 
based on the time taken to dock as the lop 
craft sJowty descends, wavering about and 
guided by the left/right control and fire to 
thrust 



This bonus sequence is then followed by 
five waves of dancing aliens which include 
diagonally opposed asteroids and white 
blobs that turn into wrap around missile* if 
not destroyed in time. Depending on how 
weli you are doing you can earn the right lo 
fight with either two or three stages 
together as the speed of the aliens hots up. 
The full display area is used with score lines 
superimposed at the top 



Presentation 91% 

Lots of options, redef inable keys. 

2 and 1 player 



Graphite 88% 

Pretty title screen but only 

average game graphics 



Sound 85% 

Pleasant in-game ditties 
and nice sound effects. 



Payability 89% 

A great, instantly pi ayah fa shooi em up. 



Addictive qualities 88% 

Thoug h fun i t may bo re after lots of play 
because of its simplicity. 



Value far money 90% 

Very cheap and worth the smell 
amount of folding stuff asked fof it. 



Overall 89% 

A great game for arcade 
ju nfcies eve rywhere . 
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filliqala Software LW. 1 Orange Street, Sheffield S1 40W. Tel: (07421 7SS796 








Sitting back over en early avert- 
ing glass of cherry reverently 
poured by his faithful butter 
Alfred, Gotham City's own play- 
boy millionaire, Bruce Wayne, 
settles down to a quiet evening 
Surrounded by all the comforts 
afforded to him by his fiscal 
propensities. Many find his wea- 
lth a reason for jealousy, and 
envy him the life of ease 10 
which he publicly subscribes. 
However, this evening the round 
of social chit chat and endless 
stream of gold plated Tuppe?- 
warft parties must mourn his 
absence Bruce Wayne hears 
that his ward P Dick Grayson, has 



been kidnapped. 

Faced with this colossal cala 
mity, Bruce has no time lo waste 
and m the time that it takes to 
hurrtedly hop across his sump- 
tuous study, pausing only to 
grab a pair of tights and clean 
pair of blue briefs, he takes on 
his secret identity of Batman as 
he swoops to save Rohm 

Gotham City's caped crusader 
continues his quest against 
crime in Oceans new release, 
Batman. In this computerised 
adventure, our clean living 
hero's ever faithful friend, 
Robin, has been- grabbed by an 

evil arch villain and it's up to 
Batman to rescue the Boy Won- 



der from the clutches of the 
forces of evil 

Once you've configured the 
controls for the game — denn- 
ing the keys or ioysi tcfc end tfietr 
sensitivity — it s lime to choose 
from the three Sound levels 
available, and Voilal Batman 
springs into ad ion, sliding down 
a batpole Into the gloomy rec- 
esses of the Batcavc complex 
Hes got a problem: the Bet- 
mobife doesn't work 1 Suddenly 
the superhero remember* 
Robin was servicing the balcar 
when he was abducted, and 
seven vital Batmobile parts are 
lying hidden in the Bat cave So 
unless he wants to arrive to save 
Robin courtesy of the local bus 
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service, 9 aim an has to first col 
tect the seven Bat Bits and install 
mem in the Batmobile. 

A! The start of the game Bat- 
man's powers are limited — he 
can stroll round the caves,, and 
that's about a He needs to find 
some Bat Equi pment 1 o g* ve h i m 
the powers needed to complete 
his quest Four vital Bat DevicM 
have to be collected Jet Bat- 
boots {for jumping I. Batbag 
(allows the caped crusader to 
pw* up arid put down object*}; 
Bat-thrusier (allows horizontal 
movement when falling) and a 
Low Gravity Bat be K (halves the 
speed of a fa 

The Baicave's architects obv- 
iously wonted on the castle in 
Knight Lore — the resemblance 
is striking — and the game ps 




viewed and played in the same 
fashion Four Bat Device icons in 
the bottom right hand comer of 
the screen are highlighted when 
a piece of Set Equipment is 
collected Four more Bat Icons 
on the left of the screen are used 
to display Batman's status. Our 
hero starts 1ft* game with nine 
lives, and can collect more dur- 
ing his journey by collecting an 
Extra i ife Batpill the nurnbei 
of lives remaining is shown 
under a Barsign logo Three 
more icons are used to display 
lumping ability, shield status 
and energy* and are activated 
when an appropriate Batpill i« 
collected. 

Batpdl$ look like small Bat 
men s and lend to fall from the 
roof of the Batcave. They all look 
the same, and the onty way to 
find out what a Batpifl does, is lo 
pick it up and spot which Batpill 
icon gains a number. If an 
Energy Batpill is picked up. 
Batman con move at high speed 
— a counter beneath the lightn- 
ing flash con licks down with 
each supertax step until it re- 
aches zero and it's beck to a 
strolling pace. Shield Bat oil is 
give Batman invulnerability Tor a 
while, and Jump Baipitis allow a 
number of double strength 
jumps to be made To add a little 
extra excitement to the game, 
Neutralising Batptils turn up 
nw and again, which remove 
any shield energy and super 
jumps in Batman's inventory, 
Bad News, as the instructions 
say 

Another very useful thing in 
the Bat Cave are Reincarnation 
Stones tf Batman touches one it 
disappears after recording the 
stale of play and Batman's posi- 
tion, If Batman fails m his quest 
and runs out of lives, the game 
can he continued from the point 
when Batman last touched a 
Reincarnation Stone, 

The Batcave has bean exten- 
sively remodelled from the 
movie days, and it's huge! 
Unfortunately , there are now 
some very nasty creatures lurk- 
ing in the ha Mowed halls, ail of 
them keen to remove a life from 
our hero's stocks — one touch 
from a baddis and it's one life 
less for me capeti crusader 
Spited floors, which usually 
have dissolving pieces of cat- 
walk above them, are deadly, as 
are some rather more innocu- 
ous objects Conveyor befts and 
lifts, as well as suspended, 
disappearing and sinking floors,, 
also provide problems to an 
unwary Bat person, SometimesR 
objects of exits to a room are toot: 
high to reach or jump onto* soft 
Batman has to pk& up Bal Ofc^ 
(stuff like Elephant's Feel 




and An Nouveau Tea Pots 
amongst other things) by jump- 
ing on them, using the pick up 
key defined earlier arid piling up 
the bits in order to achieve his 
goal 

Batman is rushing to rescue 
his friend — if you leave him 
standing in once place for too 
long he crosses his arms and 
taps a foot impatiently. He wants 
to colled the Bat Equipment, 
find the seven perls of the Bat- 
mobile so he can teieport to the 
launch pad, get into the Bat- 
mobile, stan: the motor and get 
on with rescuing Robin. There's 
no time to lose 

CRITICISM 

Despite the fact it is sim- 
ilar to Knight lore I still 
find this type of game is 
lots ol fun The front -end menu 
is great and eaten for nearly 
everything you need, including 
sound levels There are tots of 
well detailed little creatures and 
objects to admire as you walk 
{or fty | around Batman's caves 
The animation of Batman is very 
lifelike and adds to the realism 
of the game which I'm sure will 
appeal to all m^9 groups The 
instructions are well balanced 
so that you can easily get into 
the game but still find lots of 
problems that will causa a iot of 
hassle — or pleasure if you solve 
them — and nearfv every room 
has something to do In it, 

I^Vl Batman 15 one of the beet 
\tAm 3D type games on the 
l 1 Amstrad so far this year. 
The sound is given a good old 
blast out of the Amslrad speaker 
and gives a good rendition of the 
70's tele vision music The gra- 
phics are vtrry detailed — espe- 
cially the pointed 'bar' ears and 
the hole Batman motif on Bat- 
tie's shirt. I really liked the move- 
ment of Batmen who struts ar- 



ound in a very hurried manner. I 
found Barman had just the nyht 
amount of difficulty — which 
meant that I could spend a long 
time trying to wOfk out one bit, 
but once solved I get through to 
loads more rooms, with lots of 
extra things. AM the rooms are 
varied in colour and adorned in 
different things, varying from 
plain old rock to shark's teeth, 
B&tman is loads of fun to play 
and wi II appeal to all age groups 



Batman is a game in a 
stnutar sry/e ro the Ulti 
J mate coN^ctton. The gra 
phtcs are very colourful and 
defined tA an excellent manner. 
The toadtng screen may put # tor 
of people off, but once you start 
pfaytng you reahse foow good it 
actuaffy r$ Owffl// tftts *s an 
excellent game with tor* 0/ near 
touches Weff worth buying. 



Presentation 92% 

A high standard, as always, from 
Ocean 

Graphics 93% 

Exceptional detail and lots of 
colour, 

Sound 33% 

Good title tune and spot F X 
during the game 

Payability 92% 

A simple enough idea but with 
lots to think about 

Addictive qualities 91% 
Instantly enthralling. 

Value for money 93% 
An above average game at an 
average price. 

Overall 92% 

A game for Bat fans end arcade 
adventure fanatics alike. 
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Early last Y^r Dusko Dimitri 
jevic invested i n a one way plane 
ticket from Yugoslavia to Britain. 
Confident that he could sail two 
computer games he had written 
to Bag Byte and thus fund hi* 
trip home, he arrived in Liver- 
pool to discover thar Bug Byte 
was no more. Dusko had * bit of 




Foftunatety. he managed to 
trade down one of the directors 
of Bug Byte, who advised him to 
see Ocean The company bo 
ught the games from Dusko, and 
used Them as promotional free* 
btes Before he went home, the 
Yugoslavian programmer spent 
some weeks with Ocean's pro- 
grammers, picking up tips and 
hints on programming and 
getting a feel for the type of 
gurries they wanted, 

Six months passed, and then 
MOVt£ arrived in Ocean's 
offices- The game was snapped 
up, and now appears oh the 
Imagine label. Dusko Dim it n 
revic should be able to afford 
return tickets in future . 

MQVfE is based on a New York 
gangster theme t and puts you in 
the shoes of a Philip Marlowe 
type c haracter. You're a private 
detective who s been hired to 



recover an audio tape from a 
gangster's headquarters. Fust, 
you have to find a girl . who wilt 
lead you to the mob's base — 
but to make life that bit more 
difficult she has a dead ringer, a 
twin sister no less I The bad 
sister spells trouble, with a 
capital T. The first major task m 
the game ia to find the right twin, 
then it's a matter of following 
her and protecting her from 
harm on The way to the Boss's 
hideout. 

Set tn ihe Big Apple, the game 
begin* with your character in an 
office. Suddenly, business 
becomes rather brisk so you 
decide it's lime to leave, and 
take a closer look at the neigh 
bourhood. Along the bottom of 
the screen there s a row of icons 
used to control the trenchcoated 
private detective. Pressing the 
fire button puts the icon select- 
ing cursor under the control of 
joystick and keyboard — eno* 
her press on fi re selects a n icon 
At the start of the game the 
cursor rests over the Move icon 
— a footprint — and it's possible 
to move in four directions aro- 
und the room you're in. All the 
locations are monochromatic, 
presented in the three dirnens 



tonal view that has become 
familiar with Ultimata's rele- 
ases, and games such as fwr- 
light and SWStfvo 

Some of the objects found in 
locations van be moved around 
— like chairs and tables. Others 
can be picked up and dropped 
using the appropriate icon, or 
even thrown about. As you foJ 
low the girl, she'll ask you do 
things for her, or fetch things, 
like a whisky Bottles and bags 
come in handy when your guide 
needs bribing) 

High on the list of priorities for 




play. 

row of bullets appears above it. 
Each time a shot is fired a bullet 
disappears from the display. At 
last you can waste people but 
once the ammo runs out all you 
can do is hurl the weapon at a 
baddie's head. Then it's time to 
find another gun in double quick 
time I 

The p laying area encom- 
pass** several building*, inter- 
linked by streets in which dust 
bins and packing cases, as well 
as the odd telephone booth, can 
be round. The mob realise whet 
you are up to, and heavies lurk in 





some locations waiting to give 
you a bad time. Some just punch 
— and using the Punch icon, you 
can fight back — while others 
pack a mean shooter Getting 
too close to a bullet spells cur- 
tains, and your trenchcoetecf 
figure dissolves before the 
game returns to the start screen, 

As en aid to tomrnunicetiOii, 
the Speech icon allows convars 
ation by inflating a speech 
bubble above the figure of the 
Private Investigator. Type in 
what you have to say, and con 
sider it said. The other charact- 
ers in the game won't accept 
d i rect orders but can be friendly, 
m fact sometimes downright 
helpful after, a bit of verbal (Oh 
and don't be tempted to make 
improper suggestions lo the 
mini-skirled girls — they reject 
your advances 1 Some of the 
doors are guarded, and you'll 
need lo pop the password into a 
speech bubble to get through 
Its possible to guess some of 
the passwords, but persuading 
the girl or other characters to let 
you nave passwords is an imp- 
ortant part of the game. 

As you collect useful items, 
they appear m an area of the 
screen above the icons. A cursor 
points at your latest acquisition 
and if you want to throw some- 
thing, make sure the cursor 
(controlled by its Own icon} it 
pointing at the right missile* 
Sometimes you need to lob 
Objects at things in a room so 
they can be moved within reach. 
The zigzag Throw icon sends 
missiles bouncing round the 
room, and a little practice is 
needed before throwing be- 
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comes accurate. Lobbing i 
bomb is very satisfying — when 
it comes to rest it explodes into 
the word 'Bom' and wastes 
anyone in the vicinity. Great fun I 
At the end of the game (or 
afttr quilting with the A iconf, 
two scores are presented One 
score indicates the number of 
rooms visited as a percentage of 
the tola! number of locations in 
the game The other r on a scale 
from TO to m r *ndi»ies how 
many Tasks you have completed 
during play And remember N 
ain't easy being a detective, 
especially in the Big Apple. 

CRITICISM 



>1« 



JWOWf is * very original 
game end definitely de 
^ serves a bit of in vestigat 
ng to see how good it ti Of 
course there is Tin obvious com- 

rrreon wrfll 4//£>n $ but MQVtE 
a much better game which 
allows the player to be much 
more invoked wrth the plot of 
the g«me. Although the game 
hae * bit of mystery about I felt 
that some of the intrigue has 
been tost on account of the 
relatively bright colours used 
MOW£ does let you stomp 
about the city streets but you 
must be very careful where you 
Laid — you could be stucfc 
down an alley with a gun In your 
back on the turn of corner. 
Finding the girl is pretty hard hi 
itself but after mat the problems 
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get even harder like bribing 
people end other illegal stuff I 
found this a game in which 1 was 
completely involved after about 
ten minutes play 



\f\] This »s quite an unusual 
LJJ game for the Amstratf 
[™* 1 Vou ploy the hero. Of 
court*, and have to go around 
killing gangsters and generally 
Acting mega cool. The graphics 
are a bit hlocfcy in pieces but 
otherwise This is an excellent 
oar™, The only sound is spot FX 
but these are good. Definitely 
one of the best games this 
month and everyone should go 
out to the shops, dig into their 
moth ridden wallets and purses, 
and buy it) 



3 



Though presented tn the 
once ama/ma but now 
a ubiquitous $D format 
vlQV E w*//y k Qutm §ood&r\d 
has art etr of originality. The 
graphics are qutte neat with a 
Style of thetr own: even if they 
am a bit Woc#y, they are very 
atmosphere arid reminiscent of 
the era portrayed. What *s most 
impressive about MOVIE is how 
we// though out the product *s. 
The iCOft System works very we// 
and the onfy crru&sm is its sttght 
sluggishness when entenng 
into combaL Sound is a bit 
lousy, though it's not realty ait 



thst important to the game. 
Qveralf MOVIE iwtfy fe a bit ot a 
Stunner end is a decent contin- 
uation of fmegme's now rather 
mspectabie Amstrad range 



Presentation 91% 

Evocative inlay artwork, nicely 
done all round 

Graphics 90% 

Clever a nd atmosphe r te, if a I ittie 
biocky 

Sound 65% 

The only lei down about the 

Kme — fortunately not too 
portent. 



Payability 92% 
Move Over Sam Spade, Dk* 
Tracey and Phil Marlowe, thri 
game is fun! 

Addictive qualities 92% 

Give it about ten minutes and 
you re hooked 

Value for money 91 % 

A lirtfee*pen»rve, maybe, but 
per for the course. 

Overall 31% 

An original idea, neatly 
executed The Yugoslavian 
Connection hits home. 
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Guicksilva, £8 95 eass 
Author: Gary Ireland 



CRITICISM 
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On the Spectrum Glass was quite 
pUyable but the Amstrad version 
f*«iry show? Now boring the game 
if. The b**Jc NSM r* |Uft too basic — 
just shoot everything up No 
thought is required, the baddies 
come To you and shooting them i* 
much, much too simple lor my 
liking The only impressive pert Is 
the graphics , these ere very detailed 
and bounce up and down quite 
fluently Colour Is put to good effect 
with a whole palette on wow all the 
ten*. Beet is when you travel 
through the big blocks trying to 
avoid them, these ere drawn very 
well and can move quite fact at 
times The sound is about as excit- 
ing M the" g«me rtseH Even the 
most novice of arcade freaks will 
find oils game gets boring very 
quickly 




The name of this program might lead 
you to think that it's about the stuff thai 
you took through, polish and throw stones 
through. Well it's not In- 1 he gospel accord 
in-g to Quieksiiva G/asa is trouble. You see, 
the goodies have a btg problem on their 
hands — the evil enemy have built ihrw 
cities on the plains of Glass and this tno of 
sprawling conurbations pOS* the gruvest 
threat to the survival of the goodies since 
goodness knows when. 

So, it's up to you to save the day, and 
swiftly climbing Into a Star Fighter Training 
Machine you begin your quest lo destroy 
the enemy Once you re strapped firmly into 
the seat the simulator can begin. The object 
of the game is to blast your way through the 
many screens, breach the city's radar del 
eooe system and completely desiroy the 
pseudo-conscious Metal iiks (they're the 
enemy). What a job! The simulator is a 
pretty souped up little number and contains 
all the gadgets to allow you to complete 
your task. Taking up about three quarters of 
the screen is the window which shows 
what's goinf) on outside (what else'} and 
underneath it is the cockpit display area. On 
it are shown the vitat functions of I he simu- 
lator which are: a direct ion pointer showing 
which way you're currently going. $ hi eld 
and time bars which both decrease as the 
game goes on and when enemy missiles 
rinds their target respectively and a video 
screen which prints up ftny incoming 

There are fourteen levels each containing 
five types of screens so quite a bit of work is 
needed before your training is complete- 
Each screen has a time limit and you have to 
survive until the doc* tuns clown. The first 
screen pits you against a road of marauding 
nasties, they're not too violent, though, and 
walk along the horizon occasionally lobbing 
the Odd miss ili* a i you Moving left and right 
and firing when they're in your sights 
shou Id dispose of them Whon m tlfflf nriH 
runs down you're transported to the next 
screen wtaf© you have lo do battle with a 
series of evil flying creatures. These come 
from over the horizon and head straight 
towards you. tf they're not hilled before they 
reach you they'll knock a couple of points oft 
your shield 

The screen following is a dodge em affair 



where you have to carefully steer your way 
through a 30 landscape jam packed with 
towers. Hitting a tower depletes your shield 
but extra points ere given if you manage to 
avoid them. Successful n ego! id ho n oflhal 
screen plonks you in a head lo head battle 
with enemy tanks, These emerge from over 
the horizon, fire an accurate missile at your 
Ship and retreat bach from whence they 
came. To survive (he screen you have to 
either dodge the tanks entirely or shoot 
them before they fuJIy emerge from over 
the horizon and let rip a deadly vailf 

The final screen is different from the reel, 
A great fat spaceship scrolls across the 
screen and you have to shoot off its venous 
appendages, radar dishes and the like. 
Cornplennq this screen automatically 
moves you up a level and you tackle the 
next set of screens 

When your shield finally runs on 
game terminates arid you're given a rating 
on your performance varying from 
Terminal Welly' to the ultimate rating 
Game Lord" 

Control key*' Left — O, High! — P, Up — Q. 
Down — A, Fire — Space 



Presentation 67% 

Slick with lots of colourful 
presentation, 



Graphics 79% 

Lots of large and detailed colourful 
characters 



Sound 36% 

A few spot FX but generally 
disappointing. 



Payability 50% 
Almost too oasy to play 



Addictive qualities 49% 

Cosy lo get into and even easier to 
get out r 



Value for money 56% 

Ovefpnr**d fof MtrffcM Iflt 

entails. 



Overall 57% 

Baste shoot em up with lots of nice 
graphics. 
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Shadowfire is available now from software dealers. 

In case of difficulty, please write to Beyond Software, 

Wellington House. 6-9 Upper Street, St. Martins Lane, 

I mvlnn Xlur/JU am Talonhnno- 01 -379 7709 
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Martech, £8,95 tass, 
£12 95 disk 
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warlike race inhabited Che planet 
Zoidstar, building complex figh- 
ting machines, Zoids, which 
eventually allowed them to 
dt?fnaf all their onwnies in battle. 

Once the potential for real war 
was over, the organ re fife forms 
developed androids to control 
their 2o>ds end one*on*one 
battles were fought for the 
entertainment of the populus. 
Then a freak meteor storm des- 
troyed all livirrg organisms, tea 
vmg only immrm^eiy powerful 
fighting machines control Fed fay 
ated androids to inherit 
The planet. 

A standby Zo4d battlefort* 
patrolling a far flung galaxy 
attempted to return to Zo»dstar 
after me meteor storm with the 
intention of reco Ionising the 
planet, but their transport ship 
crashed on Zoid&tar's cold Blue 
Moon, Onry the Zoids survived, 
and they soon discovered that 
the freezing temperatures on the 
moon meant they'd have to re- 
design themselves . ■ ■ and thus 
the Red Zoids ware formed, 
gamma their colour from the 
neat which they radiate. 



PIDEWZOID 



The Red Zoids learnt how to 
operate as a unified fighiing 
force end decided to return to 
the Zoidstar and completely 
destroy the old breed of Blue 
Zoids. Red Zoid battle squad- 
rons were made ready and the 
attach followed 

The few 8lue Zoids that sur- 
vived the initial onslaught re 
grouped and set about building 
a new Blue Zoid they called 
ZoidiiUa. the ultimate fighlmg 
machine, capable at challenging 
the might of the leader of the 
Red Zoids. Red horn the Terrible. 
The Zoid war raged 

Then a small and insignificant 
space craft plunged into the 
struggle, crash landing on Zoiu 
Star A Blue Zoid patrol was the 
first to reach the wreckage and it 
picked up a humanoid survivor 
who was to become known as 
The Eenhmen. He soon became 
skilled in the art of Zoidt Nought, 
the means by which a pilot 
communicates with the Zoid 
which carries him — indeed he 
proved to be a fearless and 



Cwnnmg adversary, better rh*n 
an android when in control of a 
Zoid 

The Earthman drew up a plan 
which, if successful would win 
the war for the Blue Zoids He 
volunteered to merge minds 
with the mighty Zoid/ 1 Ha and be 
transported id the middle of the 
Red Zo*d (Ay com pi en with the 
aim of destroying all * hen haaet i 
and factories 

Disaster struck — as the Blue 
Zoid spacecraft containing Ear- 
thman and Zoidlilla descended, 
a missile struck ft destroying the 
craft and scattering pieces of 
Zbidzrlte over the landscape. 
The Red Zoids recovered the six 
pieces of Zoidzilla and bu 
them under six different city 
domes. With the Eanhman pre- 
sumed dom§ and with the loss of 
their mrghliest fighiing mectv 
ine r the Blue Zoids seemed 
doomed 

All was not lost, however The 
Red Zoids failed to spot a small 
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ZOCIDtooa 

■ _j j -jr A i 

uerw niea nea 
Zo*d& When the 

the map switch** 
(o short range and 
i curso* appear* 

whatever yDu 
vwtttoi^eniitv. 
press hre and Twu 
window* Sntfi U* 
frnm the icon, one 
staMnng a picture 
afibfl2Sicliinclflf 
examination end 
0ieo0WQJves ■ 
law bnef wordt of 
desertion. 

MOVEtaorM 
UMdtcrTwv 
your Zoid around 
the planet The 
map ooaa info 
long range mode, 
and* cursor 
appears over your 
Zotfi location 
Move the cursor to 
rha place where 
mi warn your 
Zoid to 90 and 
press nnj- ft than 
fallow* the 
dictated by the 
cursor 

automatically 
lunleasrt senses 



daroerc 

wvyTilk 



way] allowing you 
10 concentrate on 

fundbOnS- 

SCANNER toon 
Scanyaur 
fnmWiate wonrry 

for objects on or 

ground, rujmery 
paw of Zonule 
and Zo*dar power 
pod* The power 
r a vital 



i m the 
Qame, providing 
extra energy and 
ammunition 



you destroy a aty 
den* « power pod 
can te found in 
the wreckage 
Loofcfof rhnmi 



♦ ZOCTTMOUGMT 
The Zoidthoughi display ahowi the it ate of 
mind of (ha Zoid. Apparently with practice 
thitaigmfcanteiniafpFafed 



STATUS icon 
Select information 
lobe displayed m 
thai STATUS 
DISPLAY m 
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mmmAAmM 

torn 
Works liko the 
Zg*d 10 icon. 
except n can bo 
used id caff up 
information on 
installation*— 
crty domes, mines 
and radio 



TME STATUS DtSPLW 

TMe dtspteyi the condition of vital funciioni 

— ammuniiiQn remaining {missiles and 

bu rtati) , power, tiemeae sustained and telle 

you how many piece* of Zaidjiii* have bean 

collected. 



GUNS ton 
Th*ji§ 



byi 
Zoid if it com 
under fire Wnen 
thecoma 
selected a wmrta* 

en^rgea showing 
the incoming 
mieeileaA^D 
Perspective 
Enhanced la 
rjv*fleyed to help 
you aim the gun 
and shoot down 
the missiles 
batoiathavBtraw 
you. Each meal to 
that hit* home 
adds ten percent 
lovourt 



'MUSSiCSlnn 
Launches camera 
equipped 
missile* The map 
itothofl 



vourlarpathai 
bean aa toctad with 
the cursor anothe* 

window amaf gat 

_,h. . ; -* - w 

anowwigin# 

fliujhluefh of the 

mtaailaaai 



through |he 
camera During 
flight you have 
control over a 
miiaile a left/npht 
trajectory, and 
you hawa to guide 
the mlfliito paat 
obatede* to us 
target A window 
wilh a mushroom 
doud app aa n on 
detonation 



TM MAP WINDOW 

Thaj enow* an aerial view of the totality and 
ha* two rneg£wficaiiona — long range and 
short rang* The long range map show* all 
tfm f natures of the landscape and n used 

whan ptannax IN m in 1 • i fom ZoW I - taia 

— move the curio* to where you want to be 
and your Zoid will travel there, providing rt 
do&m't find hazards on the route 
The short range map ihow* your 

let thai 



ivaie vkinrcy. with you placed i 
. In mis mode ttie map alto shows 
whather (here are any Red Zokfs in th# 
locaiiry As your Zoidrnovea 4 (hwmapacralla. 



• AAOrOBASElcon 

Thw plays an impurtam part in the game 
aino* ftaHlowsyou to radio ycxjf home baa* 
and dlctatt tnatrumont Umm fNt you can 
taqueat a mias*** atfAa on a md Zojd 
installation The m»a*iles usual ly take around 
h**f a minuta to reach their ujrgei but are 
vary efflectiva and never mi** 

Th« other funaton of this icon m to t&ii*a 
home b*s* and toll them ihe location of a 
p i toot ofZotefaitto if you find one When you 
do, a spaceship is beamed down to &ck up 
the) piece and your Zend w automatics I fy 
upgraded to a more powerful model Trie 
bajc wqroun d colour of your display w i nd ow 
dnanj^andar^awZo^Aamea^jc^afmattha 
top, The order Is Sp tde i io »o", 5corpofo4d. 
Troo pamrtd L Tank. Great Gorgon — f ma 1 1 y 
Zbidrilta himself 




Spiderzoid scuttling away from 
the wreckage; , r . it contained the 
Earthman You. 

You begin the game in that 
SpidertOrd, your mind merged 
with the machines conscious 
rw&s and fn control of itA func 
liOnt (annotated on the main 
picture). You! mission is to roam 
the planet, entering the fled Zoid 
city complexes in order to col- 
lect the six pieces of Zoidrilfca. 
Eae^ time you cottect a segmertt 
of the mighty machine^ your 
Zoid is upgraded to a more 
powerful. Stronger machine 
until finally, with all six pieces in 
your possession, you can to 
merge minds with Zoidzilla, 
Then you must seek out Red- 
horn the Terrible and do battle. 

There are ten Red Zoid strong- 



holds, each containing a num- 
ber ot dues, a rnfrrafc a power- 
plant and a distress beacon The 
domed cilies are guarded by 
Slitherarjfds and contain other, 
more powerful Red Zoids which 
will be released upon you 
Srjending too long ki one str- 

onghold is dangerous — The 

distress beacon summons Red- 
horn and Mammoth the Des 
troyer. If you remain in one place 
loo long, life gets vefv short i 

Remember, you are not in 
control of your Zoid — you have 
merged minds with it, and use 
the keyboard or [oy stick, to 
operate the jn terrace between 
ypur mind and the mind of the 
machine. When you use the 
icons, windows pop onto the 
main display, in the same way as 



thoughts pop into your mind 
Heed them. Occasionally your 
Zoid wiN not do exactly as ft 
told — it is programmed lo sur- 
vive if b\ alJ possible. 

The game position can be 
Stved out to avoid mega long 

E laying sessions — but remem- 
&r that \he game can'i be saved 
if your Zoid feels threatened 



ItlCISM 

Fonts is without doubt 
pure brilliance, ft is loads 
of fun to play, very ad 
dicttve and well presented Al 
though icon driven games can 
cause problems, Zotok is easy to 




controMt is a pity they could not 
fit a tune in — music would have 
reafly put the icing on Che cefce 
On the inlay rt says the battle 
begins 1 I just hope the follow up 
will be as good as thisf There are 
a lew games around with better 

( graphics and one or two which 
lave amaiing features, but this 
One, with its sheer depth of 
game and fabulous on screen 
presentation, overshadows 

them ell. The objective of the 
game seems pretty simple, but 
actually achieving the task re- 
quires both arcade skills and 
strategy. The program off era a 
huge challenge, but the task ft 
throws down rs by no meam an 
impossible one, it just requires a 
lot of patience, learning and 
experimen tat ion . 
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What a superb gam*! A 
whole Zoj-d environment 
has been crammed into 
the Am§tr&d with road net- 
works, cities and the social infr- 
astructure of its robotic inhabi 
tants The icon system is a joy to 
use and tht* whole game has 
been exceptionally well thought 
out The graphics are brilliant 
and the way the windows 
emerge and have things hap 
penmg in them is ace. There's so 
much happening it's all to easy 
to become totally involved in the 
game If you're an arcade ad- 
venture player, a strategist or an 
arcade freak, ihen go out and 
buy this — ft has aspects of all 
three types of games 1 Don't 
miss it 



3 



Zofcte tf a masterpiece of 
programming- The use of 
cof&ur is Exceptions* and 
the graphics are superb The 
noises started to get on my 
nerves &ft&t a white but the 
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game ttsett f$ very good. The 
windowing and the way eve/y- 
thing shakes after an exptostan, 
and ait the other nkm touches, 
add up to make the game a real 
Classic; one that certainly rates 
among my top Amstrad gamm* 
Go and get it f 



Presentation 93% 

Good scenario, but its up toytju 
to find on t how to wi n ! 

Graphics 92% 

Neat icons, lovely windowing 
system 

Sound 74% 

The buzzes can get a bit 
annoying and m tune would have 
been great 

Payability 94% 

Icons make it easy to get going 
but there's a fair bit of brain 
strain involved 



Addictive qualities 95% 
Once you get going its difficult 
to slop 

Value for money 93 % 

A great game at a fair price. 

Overall 93% 

A maste rp iece that ifiou Id be in 
every Amsier's collection. 
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Your chance to fill that gap in your life 



AMTIX! is THE magaijne for the diicatnirtg Amttrad ownv^ 
combining th* bast in game* rtvifwt and technical know how, 
coping with od ventures and strategy, your problam* end (Hjri! 
You shouldn't miss out on ihis r b-ut il you haw en! bean able to 
get hold of aarli#r risue* of AMT1X 1 we do have some in ttock 
— and after all, you wouldn't want any holes in your AMTIX F 
binder would you? So order now 1 



No 1 November 1985 

• Complete Guide to game* I • Ughtperis • Dun Darach Map 

• Pyiamarama Map • Everycnei a Wally Map • Lordt of 
Midnight Map • CP/M • Tap* to Orsk Uttlftm 

NoJO^ember 1985 

• Complete Guide II • Fighting Fantaav # Alien S Map m Word 
Processing with T a smart # FOHTM on the Amitrad 

No 3 January 1906 

• Gargoyle Games Profile • Knight Lore Map # Public Domain 
CP/M m Computet Art • f utenalon ROMs • RS232 

No 4 February 1986 

• Dynamite Dan map •'The world ol Inlocom adventures 41 
Amaoft visit • The first batch of results • Gremlin graphict^ the 
journey the people and the story • Introduction to sedu- 

No 5 March 1986 

• Cauldron map # More compefmon winners « More 
educational software • the improved AMX Mouse • the 
Vortex expansion board. 

Mo 8 April 1906 

• Maps of Gunfright Marsport and Three Weeki in Pared is* # 
A review of Pyradev # The world of Lothkirien • A visit to the 
Ocean and Imagine software company • Readers awards • 



BACK NUMBERS SPECIAL OFFER 

Each back number of AMTIX" ts 
available at Cl.00 each (plus 20p for 
post and packing per item ordered). 
But why not take advantage of our 
special offer: 






• Order three issues or 
more at the same time 
and get 40p off total ! 
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CRITICISM 





M Anybody had to 
bring out ■ comet game it had to b# 
Firebird Tha game* thai it to n ta i nt 
are flirty original *n themselves but 
norm of item em really any fun to 
play. My tavourft* part was rhe 
Coffee gam but attar a while this 
joined Um other four sections Itt 



UMd 
being 



Whan on the 
t I wt bond fust jhooting 
away endlessly at germ bags ana 
found that after ■ while the gimt 
got almost impossible to play Th* 
prmmmmikm it exceUeni and good 
uae is mad* of tha vector graphic 
routines, TVie Comet Game could 
i mpr o v ed vastly by 



h a w i n g mora of a gimt to play, 
unfortunately what you've got is a 
aMarior but not much inside 







Well you watched the Giotto oncounior 
with Ha I toy's Comet and saw the 
pictures looking exactly Irfce a Brilish Gas 
logo and you listened and listened Id Patrick 
Moore drone on end on and learned thai 
cornets are really just dirty snowbal Is whu- 
zing inertly through outer space Well that 
was alt a complete lie. Though you may MM 
know it comets are dangerous entities thai 
harbour nasty bacteria Flying through the 
infinite at 20. 000 mph would mmkm anyone 
nasty and nasty is exactly what the germ* 
living on the comet are. Aeons of having a 
terrible time stuck out in interplanetary 
space have made them very toxic indeed 
and as an extension of their toxicity they've 
decided to make The Comer crash into 
earth. There the little germs could have a 
really good time electing flora and fauna 
right, left and centre, making mankind 
extinct and faking over the planet. Since this 
bacteria's discovery Domestos only kills 
99% of sM known germs dead To stop the 
little agar eaters' wicked plan e spaceship 
has been constructed with a human crew of 
one, this person is an extremely good shot 
•nrJ once rendezvous with Come! has been 
achieved he must blest the germies into 
oblivion, 

The Comer Game places the player in 
place of the ship's computer flying towards 
Come! city end trying to Cope with all the 
hassles end niggles that arise on the ship 
during the journey Luckily the human germ 
zapper is in hibernation so the computer 
doean ' t have to do anyth ing real ry tricky 1 ike 
chooae the in— flight movie or play chess to 
entertain the silfy primate Whei problems 
do arise are each treated as a game and 
there are fix of them. They are as follows: 

COaWOTHAMUHir 

Every now and agam certain circuits within 
the machine cjei into a bit of a t\n Luckily 
the diagnostic circuits soon deled any 
if regularity but l he computer has to put it 
right, Pete Computer (PC I is given a test 
response and must calibrate the faulty 
circuitry. The test repsonse is shown on a 
rcw of LEDs with varying rows end patterns 
of OAl/OFFs on the far left of tha screen 
while the circuitry's result is shown on ill 
four LEDs at the right hand side The idea is 



to have both matching within a 1 
amount of time. 

MTBrUUCTUT UHNtM 



Sonne siNy planetary government has left its 
meteor defence system active When the 
comet bashing craft comes in range of a 
rock detection /one a whole squad of ABMs 
are sent off to destroy the offending 
intruder You're in the centre and all around 
^m the approcahing missiles shown at 
lines. A cursor controls a sight and fire 
sends off a missile that explodes at the 
cursor point, It's all very similar indeed to 
the now ancient Mtsstfo Cammancf 



From time to time the ship's AE35 unit mis 
aligns, breaking essential contact with 
Earth. A screen pops into view showing a 
dish receiver from a side view plus a signal 
strength meter. In the upper right hand tide 
of the main playing window there's the 
ubiquitous down -counter This pan: of The 
Comet Game really is rather simple Use left 
and right to rotate the dish and when the 
signal strength gets to its most powerful 
press fire. Failure to align results in a nasty 
and particularly gory death 
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The nasty little germs prove to be more 
trouble than ever expected and more often 
than not manage to get into the oxygen 
lines supplying the human craw's life 
support A defence system is supplied and 
the horrid little amoeba* have discovered a 
way of avoiding it. Less subtle methods 
have to be employed with the aid of the 
in ship laser system. Using a four direc- 
tions) cursor the bouncing germs have to be 
zapped before getting inside the craw 
compartment. Tne countdown quickly 
descends to doom and if all Domestos proof 
demons are zapped before zero then this 
section is safe 



This is pernaps the most important of ail. 







from here the crewman has his coffee 
injected inio the life support. A coffee free 
crew member is H according to Firebird* a 
tiead crew member There are a number of 
factors to take into account to keep the flow 
of caffeine constant including the emptying 
of the sleeping human's bladder. A cursor 
can zoom over a whole batch of icons on 
screen using fire to activate /deactivate 
them. Eadi icon has a histogram showing 
its respective statu a and if any overflow 
then the game is over. 

A lot of the lime is spent in the main 
screen where a view of the distant comet is 
shown as a sterfield whizzes by. Every now 
and again one Of the above emergencies 
arise end it's up to the ship's computer to 
solve it. Failure results in YOU LOST being 
splashed flashily over the screen and you 
have to start again. After each complete 
emergency the comet gets nearer until 
finally yes r the germies come into view, 
the frozen crew member te awakened and 
tfs of! for a Stint of zapping over the comet 
surface. Succeed and glory, fortune end 
chat show appearances are yours. Die and 
your planets dead too in which case «t 
doesn't seem likely that anyone is going to 
admire you very much at ail 



Presentation 70% 

Good packaging and reasonably 
attractive on-screen appearance. 



Graphics 76% 

N*ce use o1 vector graphic routine but 
nothing else is extra special. 



Sound 20% 

Not a Ini 



Ptavabtirtv61% 

The game can become ve ry f rust rat i ng if 
you stay with it 



Addictive qualities 56% 

The coffee might be more addictive. 



Value for money 60% 

Average pnce for a below average 
game 



Overall 62% 

Rtmturd can do better than this' 



AMTIX! BINDERS 

At last - they're here! 

Yes, (he AMTIX I Magazine Binder is yours for the 
paltry sum of £4.50 mdusive. 

Each binder takes twelve issues of AMTIXt held in 
p lac e b y srn ail whji r aps for ease q f access 

There's also a year sticker for th< The hand 

tooted, gold bound r Moroccan leather version vm 
have cost about C1 50 each, so we have ?en ted for the 
next best thing, a rich green with goldish j on 

the front cover and the spr 




Pteaw send me . . AMTIX ! E at €4 50 each • 

Wame 



Postcode 

! enclose a cheque postal order mad© payable to 
Newsfield Ltd for £4 50* 

*UK price onEvConimentaf Europe and Overseas 
orders, please add £2 per item ordered, 

AMTIX! BINDERS. PO BOX 10. 

LUDLOW. SHROPSHIRE STB IDB 
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Martech, £8.96 cass, 

£13 95 disk 

Author: Chris Payers 
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ftrtsrtech have made their name over 
the past couple of year's wrth good 
games released on many com 
puter* Chat involved Hcertsad 
peraonelrtie? The Gm# Cap» p 
Strongman Chfttenga waa quite 
good, although this time around. I 
would have prefer red lo hava seen 
mora go into what coukf ve been an 
"ant poker simulation rather 
to rely upon Sam Fox* 
tailing points Although 
very , **W* move* on screen, card* 
Hash a* they are deatt and umt of 
the colours used are garish and 
drffkuh to read t find tha screen 
shots of Sam stripping completely 
superfluous to what in fundament- 
al^ a wry good simulation but wrth 
a minority appeal Essentially a 
game for which hardened 
pl aya** should And the ante. 



hM^naiiBalet eaw! lis «**« 




You've ogled at her pictures, watched 
hcrr on television, and listened to her 
record. Now play her at strip poker Well, it's 
nnt really Sam Fox, but your humble 
Amstrad which play? the game and 
supplies pictures of the chesty page three 
girl. Samantha Fox Strip Poker play* you at 
the classic Seven Card Stud poker game, 
Both you and the computer start with 399 
credits apiece and you must win as many 
points as you can by betting cm your cards 
every time you reduce the computer's 
points by one hundred you are rewarded 
with a digitised picture of Sam Fox taking 
h^r clothes off, starting wrth her groves at 
900 points then the rest of her clothing piece 
by piece If she starts winning back the 
lost points then her clothing is retrieved and 
if you start losing points then she starts 
ordering you to take your clothes off, 
whether you comply or not is another 
matter f 

The game is controlled by two key* — one 
to choose the options presented after a 
dealing and the other to satect it. The game 
is made foolproof by the computer referee 
who only gives the options relevant for that 
go, eliminating any mistakes which could 
otherwise be made 

For the uninitiated, seven card Stud is a 
game where ihe prayer has to try to make 
the best hand possible out of the seven 
cards dealt the best hand winning ihe pot' 
When a hand starts the player is dealt three 
cards, the third being dealt face upwards so 
your opponent can see it From these three 
cards you must decide whether to psss 
(throw them in) check (keep your cards but 
not bet) or b&i The belting continues until 
either a player ca/ts or both players check. 
When that happens a further card is dealt 
and the betting continue* If you have what 
you think cs a good hand then you can up the 
states by wsing. The game follows this 
pattern until all seven cards have been 
deaiL then the betting continues until a 



SAM FOX STRIP POKER 

Software reviewer, 

Dominic Handy, really 
enjoys his work, especially 
when there is the opportu- 
nity to tackle Sam Fox at 
strip poker As the 
sequence shots show he 
plays a mean game of 
poker 



player caik, then both hands are shown and 
the best hand winds the poi Throughout a 
hand there is the option to pass end other 
relevant options can be c h osen if desired. 

On the B ' side of the cassette is an added 
bonus No Sam Fox r but a four player seven 
card stud poker game. The rules are the 
same but here you can play against up to 
three computer opponents In this game 
there are another two options — auto where 
the computer takes a decision for you and 
cfemc, very useful if you're new to poker 
and want to see what trie game is about (try 
playing two computer payers against one 
another). 
Control key*: 



Presentation 69% 

Of a reasonable standard but nothing 
speaal 



Sound 73* 

Theme f rom The Sting precedes screen 
Shots of Sam otherwise just beep lone. 



PtayabilrtY 71% 

Even if you're not en expert at cards it's 



Addictive qualities 65% 

Quite addictive initially but once you've 
uncovered Sam the addiction wears 
thing, 



money 



Overall 68% 

A novelty game which n played too 
slowly for any expert cerdsherp 
Ne ver t h eless it has its good pom is 
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Battle your way to three enemy bases. 
Do you have the courage, stamina 
and skill to become a Game Lord? 



From 




TT 



Now available 
for the Amstrad 



m 



The most powerful games 

Available from all good software shops. 

In case of difficulty write to: 

QUICKSILVA Ltd. Liberty House. 222 Regent Street, London W1R 7DB tei: 01 439 0666 
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Melbourne House. £9,96 
ca&s 







CRITICISM 



►1* SaM^tS ShLmh 
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I an not all this one of Melbourne 
House i best games, *n fact its very 
bod indeed tti only redeeming 
Quality is the graphics, they ir« not 
too bed at all There is very Irttle 
interest even to a wrestling fen 
Some of the movements Are quite 
well programmed but it is basically 
a poor game not worth considering 



3* 





From the author* of the best selling 
martial arts simulation. Way of (he 
Expfoding ffsi, comes an alternative com- 
puter sport — wrestling,, in the form at Rock 
n Wmstte As grapple supremo, Gorgeous 
Greo (a reflection, perhaps, on the names of 
the main prop rammer Gregg Barnett or the 

graphics designer Greg Holland) you must 
atlle your way past hardened opponents, 
the nine top rated wrestlers in the world, 
each with the<r own distinctive style, to 
become grappling champion of the planet 
Or, if the mood takes you. there is a two 
player option so you can tumble and scuffle 
with a handy friend. 

There are 24 different wrestling manoeu- 
vres at your disposal, including such things 
as botfy stems r back breakers, pi led river 
and elbow drop. Ail are accessible from a 
single joystick (or set of keys if you're so 
inclined), although only four moves are 
available at any time, depending upon the 
situation since the computer intelligently 
decides upon what move you need. For 
example* at the beginning of a bout you 
can't do anything other than soften up' 
your opponent by either grabbing, kneeing, 
kicking or punching' him. When your op- 
ponent i$ held within Greg's arms then the 
set of moves available changes. 

You start with a limited amount of energy 
(represented by a bar at the bottom of the 
screen \, as does your opponent, and this 
decreases with every assault Once you've 
got your man firmly within your grasp he 
can be headbutted, lifted (energy permitt- 
ing) and eventually picked up and thrown 
about the ring. Then, when he rs sufficiently 
stunned, you can jump on him and attempt 
to pin him to floor for 3 seconds, success 
resulting in a win and a confrontation with 



the next, tougher opponent However, 
when you find yourself m a similar, uncom- 
promising position then a quick spurt of 
furious joystick jiggling is required to break 
thehoid 

Each bout is well and truly finished once 
two falls are obtained from your sweaty 
assarlanr though this is by no means an 
easy task. If, however, your opponent is 
vanquished into a lump of humiliated 
muscle and leotard then the next attacker is 
dragged to the ring. Log ica Illy enough as 
time goes on the baddies get nastier and 
nastier. Really adept grappling gamesters 
should be able make it to world champion 
status but only after bashing ihe awesome 
line up of fatty fighters. 



Presentation 55% 

Colourful packaging. 



Graphics 64% 

Probably the only redeeming quality of 

this game. 



Sound 48% 

Crunch y sound FX, 



Payability 47% 

Very few people will play it twice. 



Addictive qualities 49% 

It is too dull to be addictive. 



Value for money 50% 
An overpriced inferior game, 



Overall 50% 

An ordinary game with no redeeming 
feature? 
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After rhe evil and thoroughly nasty, but 
in the end utterly thwarted, invasion of 
earth (sec Highway znc&unwr} it was dec- 
ided that some l h in g had to be done about 
the aJien aggressors apart from send [hem 
back to their home world with a sore 
bottom The plan was to send art a Vorton to 
attack end destr ov the i n d u st r i al h ea rt of the 
alien attackers home planet Once blasted 
and blitzed the poor littfe offowktars won't 
have known what's hit them and will be m 
no mood at at) to come bothering mother 
earth again To accomplish mm a leal 
some very powerful type of weapon would 
be needed and that's what has been made. 
It is the most totally and utterly awesome 
destructive device ever c re a led by mankind, 
it ts called the Tei retro n and it looks like an 
executive toy r 



Presentation 80% 

Concise d-car instructions. 



Graphics 8B% 

Tremendous graphics but opening 
screens couLd have been more colourful. 



Sound 67% 

The odd spot FX but nothing 

stimulating, 



Payability 85% 

Loads of fun from th« word 00. 



Addktive qualities 80% 

One of fhOM games that you'U want to 

play again and again . 



Value for money 82% 

| Average pnee for a well above average 
game, 



Overall 80% 

A worthy successor to Highway 
Encounter 



A Vorton, arte of the original alien 
ihwarters, is placed on the road to bug eyed 
industry city and my si make his way to road 
end Along the street there are a rota* of 
seven regeneration stations that are placed 
al inconvenient positions The Terralrom 
must be pushed through this energy dump 
to pump it up to peak condition for blasting 
away the main city centre, 

The Vorton is in your control and looks S 
bit like a stumpy Oalek. For moving this 
robotic chap around there are tour controls 
accelerate, decelerate, rotate anti-ciockwise 
and rotate clockwise Since the Vorton 
ha&n'l got any hands he can't wear a digital 
watch or carry the terratron. He hasn't got 
any arms either so if he did have a watch he 
wouldn't be able to see it anyway. As tor the 
Terratron the Vorton has to push it along as 
it sirs upon the road surface, Not being 
made of something a bit slippier than 
tarmacadam, pushing around the ultimate 
weapon is not really that hard but it does 
decrease the maximum speed that Varney 
Vorton can hack at. 

Though the Vorton is a pretty tough chap 
he's not immune to the nasties that infest 
the highway, they beetle bade and forth and 
harass any non — alien entity they may find 
There are two types of nasty to be en* 
countered, one mindlessly meanders while 
the other, deadliest of the two, actually 
actively homes in upon your humble self, ff 
ar> afien happens to bash upon Vamey's 
casing energy saps away from his limited 
supply. Let me energy get to zero and the 
Vamey becomes one of the dearly departed 
ready to be entered into *he hFgh score 
table. 

The display format is a bit similar to the 
game's predecessor Hrgnway Encauntaf, 
the screens flip between each other each 
edge is reached and the screens are shown 
in a isometric type view. The three dimen- 
sional effect is similar to that in Ah#n 8 »nd 
other such games. 



ALIEN HIGHWAY 



ALIEN 

Highway 





Vortex, £8.95 cass. £13.95 
disk 



CRITICISM 



■Mil 




This is %n excellent game from 
Vortex. Although rt it in a similar 
vein to Htghwsy Encounter this 

game is excellent The graphics are 
verging on perfection and the game 
itself is no pushover The screens 
early on are not amajtrngly colourful 
but still good, rt H very addictive, 
almost like an adventure when you 
get deeper into the game and well 
worth persevering I thought rt was 
marvellous. 
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SOLVE A CRIME AND M^eM 

WIN YOUR OWN DETECTIVE OUTFIT 

RODIN OF SHERLOCK 

COMPETITION 





Somethings afoot at Newsfield, 
Strange shadowy figure* are 
abroad. The police are batten 
at the hallowed and dusty 
portals of Chateau AMT1X1 m 
accusing fingers point in 
directions. 

Even the relative safety of 
mm ton's broom cupboard h 
held no Sanctuary from the 
misanthropic cri« of Mr Lii 
The lounge lummox ham 
pointed h«s greasy digit m 
direction of Uncle MalcolirjB 
electronic bath chair LiddA for 
whom being celled to the tfif it a 
pleasure, is at a loss. For days 
now the self-styled bar nsteflH 
AMTIX' has been beUowingth* 
question that must be Arn.^ .'f^d 
To appease the livid Londoner 
Who stole Uddons lunch? 

Yes, only Liddon could have 
reeded to this minimal event 
with such a storming fury. Mow 
he even resists our comradely 
cajoling to sit at our table in the 
The Pw_mtt Bait Bearings for a 
pint ofOid Flatulence and a pork 
pte, and h» been $een 
struggling up the stairs under 
Che weight of a Liddon Light 



Lunch, usually sported under 
the wrappings of a plain brown 
mail sack. He's so-o o rude on 
the telephone thai incoming 
calls are at an all time low 

t take this mi* 
mam age of justice anymore arid 
neither can the people al CftL 
They are prepared «o offer a do- 
it-yourself detective lit to the 
first person who can solve the 
mystery and return the loverly 
Liddon to hii normal self— erter 
all they'd fike to be able to phone 
us occasionally 

They're going to put into a 
large detective- type paper bag a 
disc camera, binoculars, a micro 
casseme player, an alarm pen 
and a notebook with which 10 jot 
the comings end goings of 
suspicious characters. 

What we need you tg do is to 
don e deersf rta Iker and with 
nifytng glass in hand, tn I 



: 



tfian ISOOwgrdsvVmeacasefOf 
the prosecution with which Mr 
Liddon will gel his man Jor even 
possibly woman), and tell us 
now he goes about the task , the 
sleepless nights wiih endless 
tea-making and the final piecing 
together of the various clues 
that wii I provide him with the 
satisfaction he badly needs. 
Once all the bits have been 
tied together into e watertight 
case, send your story and any 
exhibits which may strengthen 
your case to: WHO NICKED 
Liddon 's lunch, amtixi.po 

BOX 10, LUDLOW. SYS 1AQ to 
us by Tuesday, June 24 
se we need to pacify him 

with something VERVSOONI 

AMTIX June 1986 35 



As an Amster you're probably not likely to overawed with Act i vision A hit though Gt . 

at time of writing, there've been no other Amstrad releases. Ru mours, however, haw ■ 

Acti vision, making them somewhat of a force in the Amstrad software 

scene. They've a few things up their sleeves, it would seem, Such claims 

could not really go uninvestigated and so it was very soon after that I 

(none other than GARY 'Scoop* LIDDON) found myself on a wet Friday 

morning braving the rigours of a train journey down to 





And what I found wa-. 
complete chaos 

Obviously this was the wrong 
wet Friday to visit them, as they 
were right in the middle of 
transit to their new officr 
Hempstead A lot of people 
wander prig about in a daze stuff 
irvg various hits of office equip- 
ment into tea-chests 

Well, since it r »fl profile i 
supposed to he doing it may be 
best to describe to describe 
Act tvisron past before moving 
on to present and future 

PAST 

Beclc in the dawn of history, in 
the years SC I Before Com 
puters). wtien only spotty 
enthusiasts in back rooms had 
any idea of what was about to 
burst upon the? home entertain- 
ment market, ail there was 
available in terms of com putinfp 
power were the numerous dedi 
cat ed game consoles thai float- 
ed around 

Most popular of these, despite 
it's C99 ffi price tag, was 1 he 
Atari VCS, a now feeble machine 
with bJocky but colourful 
graphics and an extremely 
limited memory Up until 1979 
(reproduction of gam^ y 
ndges for the VCS was e> 
sively the prerogative of Atari. 
That all changed wrth the for- 
mation of Act«vis*on 

Fourgames designers — 
David Crane, Alan Miller, Bob 
Whitehead and Larry Cap) an — 
a getting increasingly bored, 
feehng that their work was being 
stifled I wahm the Atari corpora- 
tion They decided to break 
away and work for themselves. 
At the time, though a very large 
number of people owned VCS 
machines, software title* v%< 

. ,mri far between, and limited 
in con tent Stnce Atari had a 
monopoly over VCS software 
tiiey had become complacent 
and it was possible for them to 
overcharge ridiculously for very 
average products In Britain it 
was all too easy to spend £29 95 
on what was usually a medioc 





nty Still the public was happy as 
this was all it had seen 
were no releases of outstanding 
quality fof comparison 

When Actiyiston Inc was 
founded one Of its major mnova* 
1 ions was a pricing policy that 
seriously undercut any cartridge 
release from At a r i A , *lus 

wa^ the supers 
product, this a result of the 
designers* freedom to do what 
they wanted With the VCS 
world at its feet, Acth/taton went 
from strength to strength, v 
mg worldwide enormous 
quantities of cartridge software, 
A run Fiftd ft alone managed to 
dearlolirm m 

ach ievefneni as yet u n pa ral leted 
wahm the home computer 
merfeeT 

Predictably enough, many 
companies collapsed through 

■ o see thai the days 
of the dedicated games console 
were numbered and it was the 
advance of iht! home computer 
thai well and truly t 
Quite sensibly. Active 
spread its wings, quickly con- 
verting its largo I games 
for the Atari and Commodore 
computers as soon as they 
appeared. With many popular 
games designs behind them 
Act iv 1 5 ion soon made quite a 
dent, coming in r young 
industry as veterans It was 
around this time that the Euro- 
pean market was also beginning 
to flourish and it was soon 
decided that 1 h e rest of i he world 
should not be left out In August 
1983 Ac 1 

went pubi*c, providing the nec- 
essary finance to set up Ach 
vision lr ■ 

Officer t?ned fa 

UK. France and Germany *i 
despite being subsidiaries of the 
AmetJcan parent firm, newly 
renamed Ach vision Domes! 
the European offices were given 
the freedom any independent 
software house enjoys There 
wars also the advantage of 

ng a large range of prev 
titles to convert onto European 
machines plus the readily sale- 
able Commodore 64 versions 

Siiil, the European division 
WM young In those days, and 
many considered the marketing 
of a 

of a mistake, This was obvio 
a hangover f> gm itiBsf Am*nc*n 
heritage as there it's none to 
unusual to pay exorbitant prices 
for a bog standard product 
WhiT*! more, nearly all the 
American product was con . 
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Ghisibuster undeniably was, it could hardly be described as breaking new ground and, 
ave wafted their way to AMTIX! Towers suggesting that things are soon to change at 




ed wiHy mlly, whether or not it 
was suitable for the machine if 
was being converted onto As a 
result such programs as Spec- 
trum Be&mnder found their to 
the general pubi ic at around the 
CIO mark 

As Acttvisipn slowly got used 
to how the £u ropean software 
market worked the first fa He ring 
steps towards comp vare 

taken. The first real landmark 
was Acti vision UK's move to 
originate product as opposed 10 
merely accepting what the 
yanks had to offer, Toi*r<f& 
trance, written by Hungarian 
Andromeda Software, was the 

After that came the 
now infamous Ghoslbvsters 
wh»ch was converted onto the 
Amstrad and made money 
despite the far from nice recep- 
tion it enjoyed from most mag 
azines. It s mam asset was the 
fervour created bv the Commo^ 
dore 64 version which, along 
with the popularity of the him, 
probably sold the game for 
Activsi 

PRESENT AND FUTURE 

Now that the Amstrad is one of 

ree computers Acti- 
vision has decided, not 
surprisingly; to support the 
macnine The company has also 
decided that it would be wiser to 
originate games on the 
computer itself, rather than 
relymg on conversions of tired 
VCS arcade games There are 
with six titles planned for June 
alone Most of the original stuff 
is being put through Electric 
Dreams, an Acli vision 
subsidiary headed by ex Quick 
silva boss Rod Cousens, while 
conversions seem to be headed 

jerActivis<on Rod was the 
man wtio was astute enough to 
snap up Amu* Accolade Spiff - 
cfc//y. an mspiringly ortg 
game by Corffu&Qn author Paul 
Sh^r 

A deal was recently struck up 
with French software house and 
distributor Loricieis. The 
Amstrad is now Frances top sell 
ing machine so it is attracting 
some fairly talented authors and 
Loricieis seem to be corner ing 
the Gallic market. The first prog 
lo be- shipped across is Th§ I 
Axts — a review can be found 
elsewhere in this j-ssue, Also 
underway are con we rs ions of 
the immensely popular Lucas- 
film games that Act* vision 
lucratrvety acquired the rights 



to Most promising of all is 
Etdofon, an arcade adventure 
within a 19th century profes 
sor r s mind which looks even 
more impressive than its 64 and 
Atari counterparts 

While hewas nuking what 
was once his office into small 
boxes I m an aged to snatc h a few 

::> wiiri. Andrew Wright 
Acti vision's answer lo Joanna 
Lumtey, What role does he see 
Aa i vision and the Amstrad 
playing in ihe future software 
market? 

As opposed to many other 
companies we no longer see the 
Amstrad as playing to the Spec- 
trum and Commodore- The 
machine has become a teal 
fon:e m ihe software world, a 
force that for some reason many 
companies a r en" t taking full 
advantage of it s bad that 
AmsrracTowners seem lo be 
treated as the second rate till 
nam ol the software world when 
they own what is undeniably a 
very powerful machine. 

As a counter to this alt too 
predominant stance Activision 
via Electric Dreams has released 
SptftdtiiY, an Amstrad origina- 
ted game, as well as Tempest. 
which,' adds Andrew, 'will only 
ever appear on the Amstrad." 

From a rather small four 
person outfit, Activision has 
real ly grown up Activision UK 
alone employs around 25 staff In 
its Hanipsiead headquarters, 
headed by managing director 
Hugh flees ParneTl. I asked Hugh 
if there would ever be any prob- 
lem with Activision growing too 
large and suffering the lethargy 
whrch seems to be apparent 
within various other conglomer 
ates 

Hugh things not: This won't 
happen With Activision we 
have a central core that's a v^ry 
efficient marketing and distribu- 
tion force with a number of 
labels working with us. That's 
how we can maintain a big busi 
ness that still retains the enthu- 
siasm that can be found in so 
many small companies We 
avoid the mistake of seeing our 
separate labels as mere chan 
nels to sell product ih rough, 
each label has its own staff it's 
own persona I it les and as a result 
each label cares and feels for the 
product it releases' 

As time goes by ii looks likely 
ttui p on will become one 

of I he dominant forces in the 
industry It does seem to lo<* «s 
if ultimately there will be very 
few computer entertainment 







Hugh R&ti$ Pamett 



companies, just lots and lots of 
different labels owned by a 
handful of controlling conglom- 
erates This seems to be the env- 
ironment thai Activision seem to 
be preparing for as various 
independents fall into its corp- 
orate wallet in both Europe and 
America Doesn't this stifle 
future creativity somewhat? 
Andrew Wright disagrees, 
'No, our product is sou reed from 
all over the world We will be 
distributing for a number rjf 
companies both in the states 
and Europe. Of most interest lo 
AMTIX! readers is our relation 
ship with Loricieis from which 
you'll see a number of o tit stand 
jnjj Amstrad releases jn ihRn&ar 
future Creativity will st HI exist 
within Aclivr&ion because this is 
just the son of thing that we are 
encouraging, it's probably our 



major advantage over many 
other software congloemrata*. 
We can still innovate ' 

Recently American adventur- 
ing demigods Ififacom became 
part of the Actsvrsion continent 
Quite good news for British 
adventure playing Amsl it -. 
the whole range of its games wHi 
soon be available in this country 
cheeper than the American 
import price Ttiis, jnd many 
other factors r should make Act* 
m a company to look out for 
in the future, 

Wilh ihat I departed, leaving 
Andrew to stuff the rapidly 
expanding and innovative Acti 
vision tnstde a cardboa 
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bo * i t you o p i kg to rnfl kg 9 n o i o 
man very happy and pick up an 
AMSTRAD PC W8256 or a 
CPC6128 for your trouble, then 

Pet cracking on the ultimate 
ditor enforcement kit and send 
the finished drawings/ 
blueprints or models to HELP A 
CRUMBLY COMP, PO BOX 10. 
LUDLOW, SHROPSHIRE SY8 
10B to arrive here no later than 
19th of June. 

Please ensure that all your 
entries are no larger than A4 size 
(bei ng 297mm x 2 1 0m m ) ; but 
they can have several pages 
within. Print your name and 
address including postcode 
dearly on the back of all artwork 
or models along with your T 
shirt size (S-M-L) then we can 
speed any goodies to you ! 
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MEDIEVAL MINSTREL 

JON LIBERACE' BATES lends an ear 
to Kuma's music utility and finds it 
falling slightly flat 




Kuma's Music Mmstref is a 
music display editor. THet 
means you can enter (unes on its 
graphic display using standard 
music notation, which can be 
bforod and retrieved for later 

use. 

H has the advantage of using 
all three voices of the CPC 
and displays and plays them 
simultaneously It has an ele- 
phantine memory, storing up to 
2400 three-note chords, which, if 
my fingers ere working success- 
fully, means about 7200 notes or 
about ten minutes worth of tune, 
depending how fast you've told 
it to perform It presupposes a 
working knowledge of m. 
notation so don't expect any 
hejp m that department 

On firing the program up, you 

can play n jolty demonstration 
tune, a piece of Johann Sebast- 
ian Bach's, which m both long 
and nearly accurate (sorry . lads. 
but I think you dropped a couple 
of clangers i n f he m iddle) . 

The working screen ia well laid 
out with all facilities easy to 
access. The note value is in the 
bottom left window and can be 
after ed by keys B or Z r The other 
command windows are access- 
ed by zapping the poi n te r across 



the bottom of the screen. The 
notes are inserted on the staves 
by running the cursor symbol 
around the screen, and when the 
cursor is at the required point 
the copy key is depressed and 
the note appears and sounds. 

TAKE ITAWAr. MOZART 

So, let's bung in our first tune. It 
seems to works OK The manual 
is reasonably easy to Follow but 
it would benefit from a quick 
reference guide as, for ex ample , 
Ihe instructions on note deletion 
are scattered about on different 
pages If you decide to write in a 
particular key the relevant 
sharps or flats will be displayed 
quite competently, hut you will 
not be told what key you an> 

The range of note values is 
pretty comprehensive from 
demi-semiqu avers and triplet 
notes to dotted breves (I hat's 
fairly long. I However that a 
your lot because you cannot tie 
notes together to form different 
lengths 

It seems if you want bar lines 
you have 10 pul them Jn yourself 
That's because there is no pro 
vision to insert a time signature. 



That immediately relegates the 
program to the second league 
As inere is no print facility avail- 
able Must? Mmstref is really a 
personal sketchpad and com 
posing utility rather than a full 
-blown music utility. 

Now let's enter the second 
voice Change the relevant voice 
via the command window end 
start all over again. The screen 
still displays the part from voice 
one. Good, that saves having to 
remember what you did before. 
But. oh dear, I've tried to enter 
notes that are of shorter values 
than my melody The notes 
won't align on screen and 
neither will they play back cor 
rectry. In fact, my nice piece of 
Morart has been totally 
scrambled — el one point the 
tempo goes berserk and tries to 
catch up with itself And now I'm 
getting only bits of the notes 
printed 

The program has obvious 
limitations and requires careful 
planning if you are going to 
enter parts with different but 
simultaneous note values U 
copes well with chords but try 
Ing to put some moving inner 
parts again reduces the program 
to garbage A shame. 




fTf, 
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The tone control only adds a low 
frequency oscillation to each 
voice in turn and could have 
done with a good deal more 
program space devoted to it, as 
the basic bleep of the chip is get* 
ling a little monotonous by now 
However some degree of salts- 
faction can be gained from the 
ability to adjust the volume of 
each voice individually- This is 
pretty effective, so is the 'tiur* 
feature which smooths off the 
hard attack, getting rid of that 
nasty click from each note — this 
is not a real legato phrasing as it 
would have you believe fc though, 
You can get it to repeat sec- 
tions without having to retype 
but only by going through the 
boring and time consuming task 
of dumping on cassette end 
reloading — hardly well thought 
out Music programs like pile 
should have a lot more logical 
facilities to gain respect. The 
accelerando and crescendo 
facility ia Good if somewhat 
eccentric in operation, using 
multiple bar lines IN?). In other 
words, if you are going to use 
music terms and signs then use 
them conventionally or not ai ell 
because it only serves to 
confuse, 

EXTRANEOUS EXTRAS 

The program boasts two useless 
facilities, one being a metro- 
nome which will only sound 
when the piece isn'i playing, h; 
tells you how fast if 5 going to be 
bu! you know that anyway from 

flaying it through And 1 would 
ike to know why we need a 
clock. This tells me I have spent 
one hour 27 minutes using it. 
Wow 

The graphics ere reasonable, 
although a wider colour choice 
would be welcome. The concept 
is fine but skimping on a lot of 
baste points has spoilt its per- 
formance end operation, esp- 
ecially when compared to Rain- 
hird's The Music System or the 
Yamaha CX5 composing 
package. 

Considering the rather high 
price Musk Mintfret is a mite 
frustrating to use. A little more 
thought would have removed its 
eccentricities and made 11 quite 
versatile. 

Mu&c Minstrel is programmed 
by P Leidter and published by 
Kuma It costs £14 95 on cass- 
ette and £19 95 on disk 
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Sooner or later most micro 
users want to try their hands at 
wordprocessing. Once you have 
used, and become accustomed 
to- a good word processing sys- 
tem, you will probably turn your 
back on typewriters for ever. 

The basic requirements for a 
wordprocessing system are 

grovided by many programs 
«ne of the oldest and best avail 
able for CP/M is that old faithful 
Wordstar One of the advent 
ages of a program ea popular as 
Wordstar is that a huge amount 
of extra software support has 
been built up for it. Wordstar is 
still an excellent program, par- 
ticularly as it is now ava iiabfe for 
the Amstrad tor around C70-00, 

The Amstrad version is called 
Pbckef Wordstar end as far es I 
can tell is identical to the generic 
CP/M version. The version 
tested also came with an install 
program, useful if you ever have 
lo bnenge you r hardware 

You might think that a prog- 
ram with as many features as 
Wordstar will do all that you will 
ever want However as your pro- 
ficiency grows you'fl begin to 
find special requirements which 
cannot be provided by the basic 
program. In the case of Wordstar 
some of these extra require- 
ments have been recognised 
and attempts made to fuffll 
lham 

Ma 1 (merge greatly extends 
the printing capabilities of 
Wordstar and also allows names 
and addresses or other data to 
be extracted from separata data 
files and merged into a form 
letter or document. Another 
add-on is Sp&fsrar, a spelt 
Checking program. A more con- 
ceited effort to produce extra 
features has been made with the 
Wordstar Professional package. 
Capable of producing fa otn o tea 
and indexes for documents es 
well as providing extra condit- 
ional merge and print facilities, 

WordStar Professional is not 
yet available at a sensible price 
Tor the Amstrad There are, 
however, many wordprocessing 
add-on programs available from 
the Public Domain These can 
enhance your use of word- 
processing considerably, let's 
look at a few of these programs. 



FOOTNOTES AND INDEXING 

rf you are writing technical 
documents which contain em- 
bedded numbers, which refer to 
notes at the end of The page or 
document, an ideal program 15 
FTNQTE, available on BOOG 
library volume 43. To insert a 
footnote reference number just 
insert a (££) in the main text, and 
at the bottom of the page put 
another (££) preceding the foot- 
note. The program will auto 
maticelty number these notes 
Where the (££J characters 
appear There is also an option 
to remove ail the footnotes from 
the main document so they can 
be printed es a separate and -of 
-document reference sheet . 

Another useful program for 
the technical writer is WINDEX 
This program will produce an 
index of a list of keywords >n a 
Wordstar document file with the 
number of the page on which 
they occur, The keywords can be 
entered direct from the key- 
board or prepared beforehand 
and placed in a keywords file 
This can save a lot of the hard 
work involved m producing a 
book index WINDEX is avail 
able, along with some other 
Wordstar items on BOOG 
volume 53, 



CHECKERS 



There seems to be e sad lack of 
these in the Public Domain, for 
CP/M anyway The only one I 
could find was on US volume 80, 
but unfortunately this is written 
in a form of structured BASIC 
and would need modification to 
the source files (which are sup- 
plied) to make it work with some 
other version of BASIC - 



Writers and journalist a often get 
paid by the word, and for some- 
one in this line, these utilities are 
essentia I. There are quite a few 
word-counting programs in the 
Public Domain, one of th$ best 
being f REG which can be found 
on UK volume 23. This program 
produces a list of the words used 



in the document and their frequ- 
ency of use as a percentage of 
the total words, as well as a 'iota 1 
count for each word and for the 
whole document. 

This utility works well a spet- 
I ing checker because ty pogr aph- 
icaT errors usually stand out as a 
single occurrence of a word A 
less sophisticated but effective 
word counter, called simply 
WC, which produces a count of 
the individual characters, words 
and Lines in a document, can be 
found on BOOG volume 51 
along with NULU described 
below. 



If you write a tot of letters or 
small documents with a word 

ErocetSOr you will, sooner or 
ter, find your disks full of 
numerous small Files. This can 
be a nuisance as most disks 
allow only 64 or 12B directory 
entries and so, on an Amstrad 
disk, you could have 64 x 1 K files 
and more than 100K left on the 
disk which you cant use. 

Archiving is an answer \q this 
Library files are large composite 
files which contain a number of 
Smaller files. They are more or 
less an exclusive to the Public 
Domain, as am the programs 
which produce them. The use of 
these can produce considerable 
savings m disk space. 

NULU 11 is a program which 
can create a library file, add files 
to it. and extract them again as 
needed The only liability of all 
this is that once a file is in a lib 
rary you cannot edit it; you have 
to extract it again to do anything 
with it These library files are 
mainly of use for old or little 
used files which don't have to be 
edited loo often. 



IEXTAERLTIRSAHD 



Wordstar has two modes of 
operation, document and non- 
document In document mode 
text can be nghthand justified 
and page breaks are displayed, 
making it easier to produce a 
professions l -looking document 
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In his wanderings through the Public Domain Software Library, 
ROY JONES unearths some useful add-ons for that grandaddy 
of word processing packages, WORDSTAR 



The trouble with files produced 
in this mode is thai they contain 
char meters which at* not part of 
the normal ASCII character sal. If 
such files are viewed on the 
screw) by means of the CP'M 
bu ilt-i n TYPE command l hey will 
probably not be displayed COf- 
reetly, This usually shows up as 
bright blocks at the end of most 
words 

Nowadays it is quite common 
tot writers to send their menu 
scripts on disk direct to the 
typesetter or publisher. Docu- 
ment mode files can cause 
problems in this situation as 
they may need extra editing or 
■ ing before they can be used* 
Tlw Public Domain is abundant 
with alt kinds of filtering prog 



FILTW i$ a program to convert 
Wordstar document files into 
standard rent files, Converting a 
non-document file into a docu- 
ment file so that it can be re- 
formatted or righfhand justified 
can also be done using a prog- 
ram called WSQOCON Both of 
these programs are available on 
BOOG volume 43 



r.wat<* with ,^ ln X™Vthp.% 

t n \- o.jfii-vJk. Writ, -Mirtf/a- 

flSUW^aTBSto tn do or art 



improves one = 
lately* not fr 

professional ^ 
amount or ki 
in «,. at w 
doctor); OJ 

discrcdUabU 

of multiply! 
sions of Krt 
prAe'ticat: 

be done, fea 

pnftcticab 

iL.of.coi 
oaeful in, ei 
inclined to* 
theory or \ 



Many printers have features and 
capabilities that cannot be easily 
used from Wordstar. A program 
wh*cft overcomes this problem 
is AN YCODE It is not a program 



in its own right but is a piece of 
code which is added to (he main 
Wordstar program It allows any 
necessary printer control codes 
to be incorporated into your 
Wordstar file. This allows any of 
the special print modes to be 
used. 

A simpler stand atone prog 
ram is EPSON SO This program 
can be used to set the prim 
mode of any Epson compatible 



printer, This will not set all the 
features but it will allow setting 
of the most common ones like 
italics, double strike, skip perf r 
compressed; emphasised, 

double width etc Both of these 
programs can be found on KUG 
volume 44, 

SEARCH AND REPLACE 

This is a facility which is 



KQvided on most WP programs 
it is usually somewhat limited 
and slow. One excellent search 
and replace program called 
FIN REP is on BOOG volume 57 
If you had, say, 27 document 
fries on a disk all containing a 
wrong phone number — 1234 
instead of 1233 — it would be a 
tedious job to edit them individ 
ually. FfNREP could handle iMs 
all in one fast action Suppose 
the fi^es all had the file extension 
'.DOC, the command syntax 
would be 



'.OOC//"12M H "iar 



This would find any occurrence 
of 1234 in any of the document 
files on the disk and replace it 
with 1233, Typically this search 
and replace method is at least 
ten times faster than handling 
each file mrvi dually 

The Public Domain programs 
mentioned can be obtained 
from The Public Domain SoH 
ware Interest Group, 138 Halty* 
Road, East Grinstead, Sussex 
RHI9 3EA it charges E2-00 to 
copy one volume onto your disk. 
Send a SAE plus two unaffixed 
t3p Stamps to g*t a list of some 
1400 PO disks The cheapest 
(00.00) source of P&ck*t 
Wordstar with mai (merge 1 have 
is MATMOS Ltd 1 Church 
Cuckfield, West Sussex 
RH1 7 5J2 T*t 0444 4 1 44S4 
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One of the reason* fo r PR OTE XT 

getting Such a glowing review in 
issue 1 of AMTIXf r was that if 
had been designed with expan 
sion' in mind, A spelling checker 
seemed to be one of the most 
hkely candidates and indeed 
that s the first in Amor r s range of 
bolt -on goodies for their word 
processor. 

PROSPELL comes on dish or in 
a ROM With the ROM version 
the software cornet on a chip — 
thus saving memory — and the 
dictionary arrives on disk. The 
PROSPELL program lakes up 
about 11.000 characters which 
might not be much of a problem 
if you are using a ROM based 
PROTEXT but *l you have lo 
load the wordprocessor in from 
d isk or tape fol lowed by the spell 
check software then you might 
be pushed for space 

moped that this space cons 
traini will worry very few pot- 
ential users — it only becomes a 
problem if you want to spell 
check a document white you are 
m the throes of editing it, under 
PBOTEXT I found that us<ngthc« 
software independently of PRO- 
TEXT was by fer the mod con- 
venient method. 

The direct mode can be reach- 
ed in one of two ways — via the 
main menu or directly Loading 
the program and then issuing 
the command tSM brings the 
main menu onto screen This 
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menu offers seven options,, the 
last five of which allow you to 
catalogue a disk, erase back up 
files, turn the printer on or off, 
change file types or move to the 
dictionary utilities menu I will 
deal with the latter two options 
in some detail later The first two 
options, "spell check fife' and 
"two pass check 1 , are the vrtal 
ones Alternatively, the main 
menu can be circumnavigated 
with the command I SPELL Me* 
nam&> which forces PROSPELL 
toget straight into the job 

SKI! CHECKING 

Spell checking a file is a simple 
case of selecting either one of 
the first two options, and supp- 
lying the rV/ena/ft*. With both 
options the programs first task 
is to load 1 he text to be examined 
into memory. If you are using a 
single drive system the compu- 
ter prompts a swop between the 
data disk and dictionary disk at 
the appropriate time, otherwise 
the dictionary disk stays in the B 
drive with the data disk in the A: 
drive Once the data file has 
been safely tucked away in the 
computer's innards, the pro- 
gram begins to sort the test into 
alphabet tea! order 

After the words have been 
sorted, each one is presented to 
the dictionary and a match Is 



sought, if no match is found the 
word is written to the screen 
with a question mark and the 
program waits for you to choose 
the appropriate course of act ion . 
The options open to you are 
listed at the top of the screen If 
the word selected is correct then 
you can choose to add it to the 
dictionary or simply ask for it to 
be ignored. If the word is mis- 
spelled, then it can be corrected, 
If you ignore a word or correct it, 
then that decision holds true for 
every occurrence of the same 
word throughout the lest e* 
cept where th© text file was too 
large to examine in one block 
and had to be split in half. 



FURTHER OPTIONS 

Two more powerful options are 
available to save users from 
undue brain strain, the first of 
which allows a word to be view- 
ed in context, highlighted on 
screen amidst the teal it Jives 
with in the document. The sec- 
ond option provides a lookup 
system. If you have a word 
which is very nearly spelled 
correctly, then by a method 
known as luuy matching, the 
program searches for any words 
which vary by virtue of an ex- 
changed character here and 
there The chances are. that if 
your word ts only one character 



out then you 11 be presented 
with a couple of alternatives 
which mote often than not re- 
mind you of the correct spelling. 

The entire spell checking pro- 
can happens with great speed 
but if you don't fancy hanging 
around while the program 
wades through the text, you can 
use the two pass option. This 
simply means that the program 
doesn't wait for a response from 
you as it comas across the 
mismatched words but writes 
them to a file and presents them 
all to you after the spell check 
has bean completed. Despite 
PROSPELL s preat speed, this is 
a useful option when you are 
dealing with very large hies, or 
very ignorant authors. The sec- 
ond option also altows you to 
filter the mismatched words 
through a series of your own 
dictionaries 

One option I mentioned earl- 
ier was the gateway to the disk 
yd litres menu. From here you 
can perform air manner of mun- 
dane, but essential tasks Kike 
editing a dictionary to remove 
mis-spelled words, listing the 
contents of a dictionary, count 
mg the words or rust changing a 
dictionary's name. Amongst 
these options sit two useful 
routines The first allows you to 
find words which fit within a 
pattern chosen by you, For 
example, you could ask the pro- 
gram to search for any words 
which begin with c ifT end end 
wiih a "g J oy entering r th'g' Tu 
• the search to words which 
haw only 2 letters in the middle 
then typing in '(h??fl' does the 
trick. A facility such as this is a 
boon for the crossword cheats. 
The secotKl option 'anagram*, 
allows a jumbled arrangement 
of words to be typed in for the 
software to make some sense of 

Looking at the facilities and 
the modus operandi of PROS 
PELL there is more than a hint of 
similarity between this and THE 
WORD PLUS, the spell checker 
bundled with New Star's NEW 
WORD Both systems have very 
targe dictionaries: the PROS 
PELL dictionary contains about 
33.000 words while NEW 
WORDS has around 45,000 In 
terms of speed, PROSPELL may 
just have the edge but the rutt 
erence just isn't worth getting 
worked up about. Both spell 
checkers are able to cope with a 
variety of different fur mats gen- 
erated by the ever growing 
range of word processors. The 
only fair and reasonable conclu- 
sion is that PflOSPELL can sit 
oornfortabry alongside THE 
WORD as a very superior Ams 
trad spell checker If you already 
have PROTEXT then this -s a 
natural choice, but if you have 
found yourself lumbered with 
WORDSTAR thispogram could 
help make your fife very much 
MSier 

The other Arnor bok on is a 
ma A merge program — more 
details in a fuiure issue. 
Praspell by Amor Ltd: Dish. 
C24 95.EPflOM.CMK 
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A LinLE BACKGROUND 
READING . . . 



Graeme Kidd begins a regular page for Joyce owners 
with a look at a couple of books that should aid and 
abet getting to grips with the 8256 and 8512 



mm 



The launch of a computer is 
always rapidly followed by the 
launch of books which are aim- 
ed at taking the new user by the 
hand and leading him or her i 
guided lour of trie new mac* 
Publishers fall over one anov 
to be Ihe first to get into print in 
what J hoy hope will be a lucra 
hve market, 

So far as the Joyce is conc- 
erned. The race to capture the 
market represented by the hun- 
dreds of thousands of new users 
has ended in a lie between 
Collins, who bring yet another 
book by |he prolific computer 
author. Ian Sinclair into pr 
Amstrad Word Process tng on 
the PCW 9256: while Sigma 
Press have launched Af. 
tfi* Am$Trad PCW 8256/85 J2 by 
Or John Hughes 

Both those tomes retail at 
£8.95 , Which should you buy* 
Should you buy both? Not sur- 
prisingly, both authors realised 
the inadequacies of ihe docu 
mentation which accompanies 
the Joyce computers, but they 
have each taken a different app- 
roach to making their readers 
familiar with the machine Ian 
Sinclair, less ambitiously, sticks 
with the word processing appli- 
cation and goes no further than 
loeosenpr, while Dr Hughes 
takes a wider view of the mach- 
ine, offering an introduction to 
Locoscnpt word processing 
followed by a whistle stop tour 
of CPM and selected applica- 
tions programs 

Joyce owners whose sole pur 
pose in life is word processing 
may find their horizons widened 
by Dr Hunt's book, as it leads 
them to the art of mastering 
their computer, but for people 
who are thoroughly stuck on 
Locoscrtpt. Ian Sinclair's book 
provides the more comprehen- 
S4ve treatment of the subject 
Taking his reader (rem the 
basics of setting the machine up, 
Ian Sinclair introduces Joyce- 
Styte word processing by enc 
ouragmg the use of the Direct 
Print mode through which the 
basic text formatting commands 
such as centreing, bold, italic 
and superscript are introduced 
In subsequent chapters, layouts 
for letters, invoices and reports 
are presented via worked exam- 
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files: then ifs on to template*, 
lie editing and search and 
Blace activities before tips and 
> on disk and printer man- 
agement are given. 

The booh ends with a com 
prehensrve help sect ton, which 
takes each Loc&$€f*pt menu In 
turn and explains what can be 
■ and how to do it Append 
ices deal with accents and the 
alternative character sets a% 
able as well as giving a list of 
useful suppliers of computer 
requisites. Sound advice all 
round, 

Dr Hughes begins his course 
of Joyce Mastery with a 
basic chapter which includes 
diagrams aimed at making it 
very clear how to male those 
vital connections that allow the 



new user to get started, A few 
home truths about the modus 
operandi of computers in gen 
are thrown in for good 
measure Four chapters follow, 
h £o& s intro- 

duced and explained ufl 
©en dumps of the menus *hat 
appear during the activities 
under discussion, rather than 
worked examples that include 
the final printer output 

The second half of Dr Hughes' 
book takes a look at the opera- 
ling system that lives within the 
Joyce — GPfM Having provided 



a tutorial on iocosmpt. Ot 
Hughes introduces some basic 
CP?M concept* and takes a fook 
at the rest of the software that 
comes with the Joyce Eneour 
aging his n-- -:.-unmeni 

with the po- fererJ by 

the operating system they get 
with the hine. Dr Hughes 

explains hovv to install CP/M 
software, with rind without an 
INSTALL COM I 

(used to move files around) and 
provides alt the information 
needed to reconfigure the atr- 
een and keyboard and sec 
SUBMIT files to customise CP/M 
packages for auto run 
The last tew chapters miro- 
possibilities offered by 
Applications Programs. be*t 
ing with a general overview and 
continuing with a fairly dose 
look at Sup&rz&fc 2 as an exam- 
ple ot a spreadsheet and Can* 
base at an example of database 
software The final chapter looks 
at the way in whtch the com 

KTing power of the Joyce may 
h, i messed to the benefit of a 
small business, examining Cam 
softs PayroW program and 
Sagesoft's Ptipufsr Acccn 
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package, concluding with a peek 
at htewStar"s NewWord word 
processor as one of the more 
powerful alternatives to Locq- 
script Finally, there is an 
appendix, in which a BASIC \k\ 
both senses of the word! pro- 

?ram is listed which converts 
oeoscrtpf text files to the Stan 
dard ASCII format. Df Hughes' 
book is a useful guide to the full 
potential of the Joyce as a com- 
puter for the serious user 

CONCLUSION 

Both these boohs achieve what 
they set out to do, but as theit 
titles suggest, each was written 
with a different aim in mind. The 
documentation which 
accompanies the Joyce is leas 
than wonderfully clear and 
helpful, and many people 
struggling with LoC GSCrip t will 
Find Ian Sinclair's book a 
godsend. Dr Hunts chapters on 
locosctipt should also serve to 
enlighten the confused, but his 
book reveals much more to the 
Joyce owner who comes to 
home or bus mess comput in g for 
the first time. On balance, unless 
you're having insurmountable 
problems with locoscrtpt and 
have no intention of doing 
anything other than process 
words on your Joyce, Dr Hunt's 
book is the better buy The only 
criticism I have is that he could 
have mentioned Public Domain 
CP/M software 

But then, having invested the 
greater part of CS& on a 
computer, a further CI 7 spent on 
these two books would pay 
dividends tor all but the most 
computer and CP'M literate 
Joyce owner , 



SOUNDING THE SIREN 



ANTHONY CLARKE dissects MASTER DISK, the disk 
utilities program from Siren Software, and decides it's 
a very useful tool indeed. 



Although the Siren of Greek 
myth a logy was to be avoided, 
the MASTER QiSK utilities pack 
age from Siren Software is a 
definite must for all disk owners. 

The package consists of a sec- 
tor editor a fast formatter, a 
directory editor, a rile transfer 
program,, a sector mapper, a Zip 
Disk utility, a program depro- 
tector, a header reader for both 
disk and tape, and a disk copier 
that copes with special formats, 
Each utility is accessed from a 
main menu whkh then loads the 
specified program Most of the 
Liti I. ties return control to the 
menu after use, with the notable 
exception of the disk copter 
whicn does a hard reset wh* 
has finished As each program is 
selected, you are given the op- 
tion of viewing a help screen 
which gives a general descrip 
lion of whet the program does 
and an explanation of the con 
trols The help pages may be 
dumped to printer to give the 
user an easy referenc e sheet or 
mini manual as an aide mem- 
oire, but the screen prompts 
should prove sufficient for most 
people 

The sector editor follows the 
standard format of those seen 
on the RML and IBM machines, 
and allows specified sectors of 
the disc to be edited directly. On 




start up you are asked to specify 
the track and sector required 
which is then read into memory 
for editing. You are then given 
control of a cursor that can 
directly put HEX or ASCII codes 
into the memory block currently 
highlighted, each sector cover 
j ng two pages Pressi ng (9 at any 
time writes the sector to disk 
Vou may cha nge tracks or sec- 
tors fey using CTflL and the cur- 
sor keys or go direct to a sector 
or track by pressing f6 or f5 
respectively — tt returns to the 
main menu The sector editor 
can be used to repair areas of a 
disk that have been damaged, to 
change user file numbers or to 
rename files (with lower case 
letters I and so on. Using the 
sector editor calls for a great 
deal of knowledge about how 
disks are formatted and more 
tha n a I itlle pi uck on your pa rt ; as 
a file that was ju£i usable before 
can become a total write off very 
easily 



SECTOR 



The sector mapper goes hand in 
hand with the sector editor and 
gives you the location on disk of 
a program or file. The mapper 
prompts you to insert a formatt- 
ed disk, although I believe that 
this should read insert a 
COMPLETELY formatted dtitf, 
as when the program happened 
upon an unformatted track it 
spent twenty seconds convinc- 
ing itself that the track was 
unreadable and worked its way 
onto the next, taking ihe same 
time over that one and so on 

Once the disk reading process 
has been completed, the pro- 
gram theo just issues a prompt 
for another formatted disk For 
tunately this only happens on 
unusually formatted disks and 
should be no problem during 
normal use 

After a successful disk read 
you are prompted to press 
RETURN or P to send the output 



WANTED! 



AMT1X! IS LOOKING FOR AN ASSISTANT EDITOR 
AND A TECHNICAL EDITOR 

We need two people who a re wil I ing to join the AMTIX i team m 
Ludlow, on a full time basis. The Assistant Editor will assist our 
Comment writers in the compilation of reviews and our EdiUir in 
the compilation of Ihe magazine. The person we are looking for 
will ideally be a games -playing wizard who can write fluent 

intelligible English, probably knows Roger's Thesaurus 

intimately* worts like a carthorse, lives like a hermit and is 

capableof dealing with software houses and rt?ariers enquiries 

like an International Negotiator This extraordinary being will 

fill the rote of Staff Writer on some days, and Software I 

others, taking on some responsibility for ensuring that we not 

only receive the latest Amstrad Software, but also get to 

photograph and review it loo. 

The Technical Editor will fulfill a similar role except that he or 

She will ideally know more about the innards of Amstrad 

computers than —well, probably more than Alan Sugar does at 

least, be able to fell when a spellchecker is lying, play musical 

lies like Morart and, most importantly, be able to sub-edit 

Gary bddon's wont. In addition, there will be responsibility for 

ensuring thai AMTIX* knows whai is going on m soft- and 

hardware development and that we receive the various items. 

Salary is open for negotiation, and will depend on the skills and 

abilities of the successful applicant 

Remember This is a fufl time jab, which witl entail v 

travelling to Ludlow every day — or Jiving in Shropshire's 

famous 'Sleepy Market Town 7 



Templed? Write to ROGER KE AIM, Publishing Exear 
AlUmx!, 1 /2 King Street. Ludlow, Shropshire, SYS 1AQ with 
details of your career to date, your phone number, and age, 
telling him why AMTIX 1 needs you Go on Do it Now 1 
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to the printer The printer option 
is essential, as the output gene- 
rated by a single program or file 
oouk) cover several screens. 
Once the selection between 
screen and printer output has 
been made, the numbers of the 
tracks and sectors occupied by 
the programs on disk ere listed. 
Pressing a key pause* the fist- 
rng, but I have yet to find a way 
of returning to the main menu 
wiihout switching off the madv 
Ewn when the last pro 
gram's date is completely 
shown, the software seems to 
hang, continuing to show the 
Last three lines of data 

MRECTOHT EDITOR 

The directory editor Allows dic- 
ed control over the files on the 
Current disk, with en option to 
change disks at any stage. Files 
m*yT>e ERASED, UNERASED, 
HIDDEN from the directory,, 
SHOWN to directory, RENAM 
ED. set to READ WRITE, set to 
READ ONLY or the USER FILE 
changed, The most useful of 
these must be the UNERASE 
torture — a must for anyone 
with the bugged version of PIP 
which insists on wiping the 
source file every so often The 
hide opti on al lows you to set a 
file to SYSTEM which hides n 
from the USER directory and 
places it in the SYSTEM direct 
ory This facility is meant for use 
m a mult i -user system in which 
each user has personal files with 
the system files available to etl 
On a single user system, it is a 
good way of making a disk look 
tidy by just having the loader 
program showing and the rest 
discretely hidden, as with mosi 
commmctMl dis*s> The options 
are selected using single key 
inputs which are fairly logical, S 
to set to SYS for e* ample. The 
Ml that is to be changed is 
selected by givmgits number in 
the directory, ibis program 
does suffer from a major design 
flew m that there are no wildcard 
facilities, so to change all the 
tiles on a disk to read only, for 
example, could take up to sixty 
operations If you want to set a 
group of files to the same option 
men it is much easier to use CP/ 
M. 

The fast formatter is a wel- 
come nil ief for those who to rnia t 
a disk using CP.'M as it takes less 
that thirty seconds to format a 
disk. AH the formats are sup- 
ported including IBM which 
Amstrad neglected to include On 
the 6128 DISCKTO and DISC 
KtT3, though why anyone would 
want a disk capacity of 154k for 
normal use is beyond me. When 
formatting is complete, you are 
given the options of formatting 
another disk or returnrng to the 
main program, 

T>ie deprat&ctor remains resi- 
dent in memory and allows you 
10 io ad BASIC files that have 
been saved using the P option. 
Normally, when a file is loaded 
the machine checks to see if the 
program is protected, ff rt is and 
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the command LOAD or MERGE 
has been used, the program ia 
deleted. This utility intercepts 
the deletion routine and places 
you back in BASIC with the 
HEADY prompt 

Unfortunately the option *s dis- 
abled if the commands TAPE or 
DISK are used but the utility can 
easily be restarted by calling 
&A61B There is a side effect to 
this program: if the machine is 
reset using SHIFT/CTRL/ESC 
then the computer locks up 
When you try to load another 
program Th utility also knows 
when you are trying to load in 
the MASTER DISK main pro- 
gram and doesn't intercept to 
deletion process. 

HEADER READERS 

The two header readers are 
selected separately from the 
main menu, but both have much 
the same far mat. The only d 
rence is that the disk header 
reader asks for the name of the 
hie to be read while the tape 
header reader just goes ahead 
and does it, The header readers 
display the name of the pro- 
gram, the file type I BASIC, 
Machine Code and so onL the 
start address and total length, 
along with the execution ad- 
dress if appropriate, as well as 
indicating whether the file ta 
protected or not 

The ZIP DISK utriity speeds up 
the disk drive by up to 30% 
depending on the type of work 
the drive is doing, Most of the 
time you would hardly notice 
the speed increase, but a few 
loadings timed with a stopwatch 
show a general improvement, A 
program that took 1 1 seconds to 
bad took only fi after the? disk 
had been ZfPped. although my 
backup of TNE LAST tffl 
takes 47 seconds! The utility 
operates until the machine is 
switched off, and takes bytes 
of memory — alt it does is 
change the pause times and 
stepping times of the disk drive 
Such changes can be made 
under CP/M (with greater eff 
act L so it does not interfere with 
commercial software. The disk 
drive itseJf seems none the 
worse tor the speed increase, 
but sounds just a little more like 
a rampant insect than it norm- 
ally does) 

THAKSFUIlTllfTT 

The Trans File utility allows 
specif red files to be copied from 
disk to disk or disk to tape. 
Copying files from disk to disk is 
done in much the same way as 
with Filecopy, but again there 
are no wildcard facilities The 
disk to tape option as a very 
strange inclusion but is more 
useful than you may at firsi 
think Programs that are infre- 
quently used can be transferred 
to tape by inputting the file 
name of the program to be 
copied then inserting a tape, 
pressing record and play on the 



recorder followed by a keypress. 
If e screen picture is to be 
copied, it has to be loaded into 
the screen memory first and 
then saved when a key is ixrecs- 
ed — no prompts are given as 
they would destroy the contents 
of the screen This is also true for 
fisk to disk copier It would 
seem that the program tries to 
store the program to be copied 
m the same place as it would be 
stored when executed. This can 
cause problems with some pro 

Kms that are placed just above 
disk firmware or extended 
jumpblock, as this is where the 
copier is Joe* ■• 

The TYPE file is used in the 
same way as the CF/M version 
and gives a printout to the 
screen or printer of a specified 
ASCIf file; pressing any key sus 
pends the printout but the whole 
file must be shown before you 
can exit. This utility could prove 
very useful t o peop le u s i ng E D to 
create progra m s f b r COBOL or C 
who do not wish to go into CP/M 
to examine their efforts, 

The DUMP file is in the same 
format as 'DUMP on the BBC, 
displaying a list of memory 
locations on the far left of the 
screen with HEX code filling the 
centre portion of the display and 
ASCII codes on the right. Most 
machine co4e programs that 
you might wish to read through , 
to change memory locations or 
text, are stored at 40 hex, and are 
impossible to list from BASIC 
Alternatively, some programs 
are too long to allow a disas- 
sembler to reside in memory at 
the same time. This utility 
simply loads in a page of code at 
a time and displays it Pressing 
any key suspends the listing, 
while pressing ESC twice allows 
you to load another file or return 
to the menu, 

MAGE PROGRAM 

The IMAGE program 15 vital for 
making backups of disk software 
that uses a strange format or 
unformatted trades. The utility 
loads eight tracks at a time, 
displaying the track and sector 
being copied. Some programs, 
such as THE MUStC 3*r%TiM r 
confuse the program into thinks 
ing there are 41 tracks* but if you 
just ignore the last prompt to 
insert the destination disk then 
there should be no problem. So 
far we have yet to find a disk that 
it cannot copy — it even copies 
unformatted dtskst 

Apart from a few problems, 
the package seems to work very 
weil on the full range of mach- 
ine* and rt offers a comprehens- 
ive collection of facilities Each 
sea ion is fully documented with 
clear and precise instructions, 
and help pages are built into 
most of the mam programs, with 
Strategical fy placed warning 
messages about infringing 
copyright. All the programs 
support a second disk drive, and 
the formatter c^n cope with any 
of the currently available disk 
sins — 54" 3£ and so on. 
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Lets talk turtles 

F loor tu rl les end screen turtles 
and turning turtles. 

And lets talk in the language 
of turtles — Logo. Because it 
you're involved with computet 
education then sooner or later 
you'll haw to team to speak H 

Logo is a subject of the com- 
puter language USP (LISi 
Processing} and was developed 
at the Massachussets in 
Technology — the famous MIT 
— over a period of ten years 
from 1967 The appeal of Logo is 
in its powpr ye! relative sirnpli 
when compared to other 
computer languages 
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D'S PLAY 



and the means to use it — Logo 
Paper! thought that ihey would 
be able to explore the two- and 
three-dimensional aspects of 
this computer micro wo rid. As 
they were exploring the micro 
world children would at the 
same time be acquiring theh 
of Structured thinking. 

Logo enables children to Type 
a simple-one word comma n 
the computer keyboard, which 
does not have to be the usual 
typewriter 'Qwerty' format, to 
control a turtle floor robot or a 
turtle sprite on the computer 
screen, When a floor turtle is 
connected to the computer ihu 
command FORWARD 60 r at the 
keyboard causes the floor turtle 
to move forward 60 units. If a 
pen is attached to the robot the 
commands 'PENDOWN. FOR- 
WARD 80' will mske the robot 
draw a tine as it moves. The 
screen turtle will also move for 
ward 60 smaller screen units 
drawing a shape. on the com 
puter screen. Thus the three- 
dimensional world of the floor 
turtle can be related to the two 
dimensional screen. 

Turning the turtle can be done 
by typing the commends 
RIGHT or LEFT followed by 
the required number of degrees, 
and such obvious commands as 
PENUF and 'PENDOWN' or 
ERASE' (for the screen turtle 
enable the child to explore 
numbers in a two- or three- 
dimensional context, The 
number of commands (or primi- 
tives in Logo language! the 
turtle kn<ws depends upon the 
version of Logo used. 

The language has the ability to 
memorise the sets of instruc- 
tions rt receives and to store 
them in its memory as pro- 
cedures. By using procedures 
when working with logo child 
ren are able to teach the com- 
puter and by so teaching 
develop their own powers of 
logical thinking. 

For example, the child might 
type m TO SQUARE' at the tev 
board Logo recognises the TO 
. . * formula at the beginning of a 

Firocedure and will accept and 
ist commands but not earn/ 
them out until the word END" 15 
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Introducing Logo — one of the most 

Eowerful, yet easy to use, of computer 
inguages, 



The language was developed 
by computer scientists working 
on the problems of artificial 
intelligence and whilst being a 
flexible programming language 
it was ai so 1 nt ended to be easy to 
learn for adults and children 
who were not necessarily fami 
liar with com outers 

Seymour Pa pert, the leading 
pioneer of ivga, worked 
together with the psychologist 
Ptaoet end incorporated many 
of Pieget s thoughts on educa- 



tional development in his work. 
They believed that children 
learned most effectively from 
models, examples and by 
problem-solving, and Paper! 
worked to establish a 'micro- 
world' for young children to 
work in Many American books 
on Logo are sub-titled J Exp 
ing Microworlds', 'Adventures 
in a Microworld F and the like. 

By providing children, aged 
three years and oven with a very 
powerfu I tool — the computer — 



entered to signal the completion 
of the teaching procedure. The 
ch i Id now has to discover how to 
make the floor or screen turtle 
draw a square. The answer 
eventually arrived at might be: 
TO SQUARE 

FORWARD 60 ftlGHT 80 

FORWARD 60 RIGHT 90 

FORWARD 60 RIGHT 90 

END 
11 the command SQUARE" hi 
now entered both the floor turtle 
and the screen turtle will drew a 
60-umt square in floor units end 
screen units respectively The 
Computer will continue to do 
this every time me commend 
SQUARE' is given, for now the 
computer has been taught how 
to draw a square each side of 
which is 60 units long. Mob! 
Logo commands can be abb rev 
ieted and children soon ream 
that four identical lines can be 
replaced using REPEAT* so that 

procedure to draw a 60 unit 
Square beoomes 

TO SQUARE 

REPEAT 4 1 FD 60RT 901 

END 
This is fi ne as far as it goes, but 
Logo has only been taught to 
produce a square of side 60 
units Besting in mind The age 
end ability of the child the idea of 
a variable can be introduced 
The variable can be given any 
name other than that already 
given to a Logo primitive and 
must be preceded by a colon (eg 
:side), so that the procedure to 
draw a square of any sue would 

be 

TO SQUARE SIDE 

REPEAT 4 (FD SIDE RT 90) 

END 
Now, if the command SQUARE' 
is given followed by a number, 
the turtle will draw a square of 
side aiven by the number which 
can change each time the com- 
mand is given. 

Procedures can be written to 
call up other procedures or to 
call up themselves (recursion 1 
making Log® the powerful learn- 
ing tool it fa Procedures can 
easily be Ctfilfld from memory 
for editing As envisaged by 
Seymour ra pert, the child is 
thus able to explore the "tunic 
geometry micro wo* 
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The graphic commands can 
be (earned so easily that tor 
many Logo means simpiy the 
floor or screen turtle, and the fist 
processing and advanced math- 
ematics capabilities of the 
language are often ignored, 
j Severaf version* of Logo have 
J turtle graphics only and Logo 
turtle graphic simulations writ- 
ten in Basic exist to emphasise 
the point 

List processing with Logo 
shows its development from 
LISP and is not as straight* 
forward or as easy to learn at 
turf le graphics — Logo list proc- 
essing has to be learned where- 
as turtle graphics can be 
absorbed. A lot of work can be 
done however using logo pro- 
cedures and the written word, 

Procedures can be wr in en and 
saved to disk, and on command 
produce lists of Aft inter Words' 
or Mammals so that children 
can uses logo for simple data 
retrieval Writing procedures to 
design a 'poetry writer' or auto 
matte postcard writer is usually 
a popular activity — the com 
puter randomly selecting from 



lists of nouns, verbs, adjeclives 
and prepositions etc. and put- 
ting them together to make 
grammatically correct and 
sometimes sensible sentences- 

Procedures can be designed 
to play adventure games and in 
this way some highly moliva- 
tional English work can be done. 

There ts no standard Lag& r — 
early versions based on the 
work done by Pa pert were 
simply called Ml Tioga and later 
Apple Logo as i his was then one 
of the few home computers able 
to run the program. Logo Com- 

Kter Systems Incorporated 
1S\i is a company formed to 
market and research Logo and 
most popular versjons are 
similar to the LCSI implementa 
tions for various computers. 

There are two popular ver- 
sions of Logo for Amsfred 
machines, Logo 2 which runs 
with CP/M 22 for the CPC464 
and CPC6W, and togo3 which 
runs with CP/M Plus on the 
CPCG12S and PCW8256 Both 
are Digital Research [Dr Logo) 
implementation s and are similar 
in philosophy to mosi other 



popular versions {RML Logo 
designed for the ftML computer 
Is Wight ly different) Anyone 
who nas worked with Logo 
should have no difficulty wrthSr 
Logo. 

Or Logo 2 has 1 10 commands 
for turtle graphics and list pro- 
cessing, borne commands are 
advanced — like the TURTLE - 
FACTS' command* which will 
inform you of the turtle's * andy 
co-ordinate position, heading, 
pen position and pen colour and 
if the turtle is in showturtle 
mode, yet some of the usual 
Logo commands are missing. 

There is no 'HOME' command 
to return the turtle to centre 
screen or commands to provide 
hard copy of procedures. The 
lack of ERALL" (erase all) means 
that you cannot easily erase all 
the procedures end variables 
from the workspace ■. 

Or Logo J P running with CP>M 
Plus, is an enhanced version of 
Logo 2 with over SO extra com- 
mands, The tOPYON' and 
'COPYOFF commands to con- 
trol a printer are included, as are 
the commands to print out hard 




/ ./ y '* \ * 




copy of all procedures, named 
procedures or just the titles of 

Kocedures for easy editing, 
funaringty, there is no equiva- 
lent of the usual Logo 'Copy 
screen' command so you cannot 
easily send turtle gra; 
lures to your printer. On request 
Amsofl wiil send you the lasting 
of a screen dump routine for 
Logo 3 — but this is a clumsy 
operation which should not be 



DAVID PAUL 
? 

TO LEG 

FO40LTl20R>i0 
RTl2OFDl0RTe0FO70 
RT T20FD 60 RT 120 FD 10RT 
60 
END 



TO SNOOKER 
REPfcAT3{fd30ltl20> 
REPEAT3(legfd30lH2Q> 
END 



TOSNOOKER2 

REPEAT 6 {snooker pu bk 20 

It 1?0fd?0rt60pd} 



Budding- up a Logo 
Procedu re - Using Logo 2 
{WithCP/M2.2> 

F irst a sq uare of variable stale 
is defined:- 
To Square ;side 
repeat 4 (fd side rt 901 
Md 

Then a triangle:- 
To triangle side 
repeat 3 (fd side It 120) 
end 

And a rectangle :- 

To rectangle: length width 

repeat 2 I fd : length It 90 fd 

width Ft 90) 

end 

Then penes for the windows 

using the square procedure 

already defined - 

To panes side 

square :side/ 4 

Square s«de /B 

fd:s«de/8rt90 

fd iside / 8 It 90 

square side 8 

it 90 fd side .8 

rt90fd:side/B 






Putting ali the procedures 
together in one procedure, 
House:* 
To house side 
ft 
square side 

dert90 
triangle side 

fd side/ port 90 fd;s*deV2 
Pd 

rectangle -side / 2 :side f 3 
pu n 90 fd side / 10 It 90 pd 
panes :stda 
pu bk :side f 3 pd 
panes :side 

pufd :*ide /3 + :*tde /2rt90 
H side/ 10 - *ide/3 * 

/2rt 90 



E? 
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TIME IS RUNNING OUT 



tin* lit the ittrdd tings of Frofen*or Chronti* and It i^ lime muiltinr. th« wrry raallly of Ihe un (verve li thra«1«tted. He hiti 
brought biick a ntufttwr uf urtefuf l* from different pisrloflftAf tiidiicir^ Jindjitarrdlli^m In tilftiimtslali. During •«• of IliBM 
leui[i<>r,il sliiiiiitinK tpnrev iht lime fnai hine exploded, M atirriciR It* ifimponftni purl* throughout ibececiltiriOi* 
hec jusf nt thU, Hit- uimrrne has nni* star I ltd In rolaft* aboiil lift fifth ail*, making UM present tesi prububtc tolttl mmth 
pJUMnflmiimrnl. ^. 

Somronr ueedmo return all ihe artel* i i* and r«««i«r ihe time mai hint- before everything llierolljcea*** I oemtii- Thai 
siiuinmr ifl >ou* 

Br u.irnnl vnu will iir*d in um i?i*r> Irif k of lite tin-nrined conbMl »kllUyou learned on old curf h If you are to defeat 
his i ^biirRh dndsunUr ihr prriK ili.il ,iwiill ^ni in ihi p«§(, « 



ilnU then can jou rMlor* 
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This is the easiest way of buying your Games and Utilities 






Retailers don t j J ways have everything In stock 

you might want . but if It's within our power to get 

It for you, then we will. ANY of the software 

reviewed in this OR ANY Issue of AMTIXI cart be 

ordered by using the form below* 

But to avoid disappointment, please ring first to 
check a vaf lability of unusual Herns I 

AMTfXI Mall Order Is bached by the resources of 

Newsf ield Ltd, publishers of this magazine, 

CRASH and ZZAPI 64, which has been supplying 

more than 1 50,000 computer users with software 

for over 2 years, so you can be sure of the very best 

in service* 

There Is no mall order catalogue Involved, just use 

the prices quoted in the reviews In AMTlX'l or the 

know retail price. Should you have any queries on 

prices, Just ring the number shown on the form 

and our staff will advise you - 

DISCOUNTS GALORE I 

Anyone may take advantage of the discount 

coupons on the form — El off orders worth more 

than £20, and SOp off orders worth more than £ 1 . 

Additionally, AMTfXI Subscribers are 

automatically entitled to further discounts on 

every Item ordered. We make no charges for post 

and packing f within the UK J 

Nothing could be simpler — fill in the form today 
and order whatever you like* 





Order 



What 



You Want 



from the 



Largest Ran ge 



of Software 

You 

Could Ever 
Wish For! 



/ 




Name 
Sutftcnber Mo 

lif applicable! 

Address 



Ptrattooe 



AMTf X f MAIL ORDER FORM 

Telephone Ludlow [0584 1 S620 
Please send me rl*tolow4r^ BlOCKCAHTALSpteasei 

Fleas* note; low tottw&*rw*#*d (M not bexv&iabk? unrrf ai /ele w 
dale rr you art in .iny doubt about avatEabilrty, plgie ring lint We 
cannot be held responsible for delay? remitting from kite Of nofwefcase of 
tides when reviewed or previewed before ihetf officii feiejrse date* were 
known 



SPECIAL DISCOUNTS 



£1 
50R 



OFF ANY ORDER WORTH 
MORE THAN 170 



Off AN* ORDER WORTH 
MORE THAN CIO 



Sorry - only ONE voucher per order f 



n* 



Ot kncfwnrtuMprvr^drvrn^jifr V^T AMTffli 
fnAo no cFiMiyp lor pent jthj packinq inUtite ffv 
LK CuBomeriJnCoripnrflMl Furoc* tfir»*J 
*dd ffw PMurv^i^nt at ?Qu per rfrwi EFdrrrfl 
Outittr Europe. p*jv* *w *v wtfw we 



P>jri* maiir rh« jun or 
OOILD nrrii-n MyM- ID 

NffimttLDPtjatJCATtoNi iro 

«imw do ifl0 wnd #iy fc*w|t 



Sub Toeai E 
LrvsOrtcoum I 

Tot a I enclosed: £ 



AMTIXI MAJL ORDER, PO BOX 10. LUDLOW, SHROPSHIRE SYS 1DB 
PleJtse do NOT enclose thli form pjiym*nt with any other correioorMfence to AMTIXI Magazine edltorlaL ai It will only 
del ^y protesting your order Jtnd rnmy result In Ion . 




This month Gary Liddon once again casts an eye over somi of the 
technical letters received during the month, and 



various Queries II you would like to contribute thoughts reJalmg io 
theAMltCH section of AMTIK 1 . whether rt be cornmenis on articles 
already published 04- thought* on products available. Of if you have 
any problems using any hardwire or software write now to 
AMTECHPO BOX 10, LUDLOW, SHROPSHIRE SYfi 1DB 



SAVING PARTLY 

COMPUTED 

DISK 



TO 



Oftar AmtecK 

I am a very new 6! 28 owner and 
so still wry ignorant Please 
help me ! I quickly realrred that 
most game* are only on tape, 
but with Disc&v&ry I have 
managed to transfer them to 
disk Is there any way I can save 
partly completed pernes io disk, 
I am thinking particularly of 
C/ass/£ AdvimcufQ, G* 
Bfockstrir and the superb 
Cov&nanr by PSS Please Help 
me 

Lynne Ludiece. The Heath, 
Leighton Buzzard 

Without quite a bit technical 
knowledge, coupled with hours 
of gawping at someone else 1 * 
cow, it seems unlikely that 
Saving out data files to disk from 
the games you mention is en 
eery ta sk to achieve Still if a 
SPEED WRITE 1 is executed 
before the prog is loaded then 
the data will probably save out 
quicker to tape 

HINTS FOR LOADING 

Dear Amtoch. 

Inrespc. rude on the 

problems of loading | give you 
my solution. Whenever the 
word 'Read error' appears i 
rewind the tape to the beginning 
of the block {about 10 revs) and 
press play a* if noihmg had 
nappeneij There are no 
prompts Telling you that every 
is go ifig okay apa rt f rom 
the usual "Loading block ! I 
find this unworded in the 64 
manual and foci that it helps 
loading no end. There is oniy 
one catch that it does not work 
or program using loaders 
(which do noi print up Read 
errors I this bracket of programs 
unfortunately i$ a very bio on*. 
Nathon Jones, York Road, 
Weybridg* 

It's afways a bit of a bind having 
to bad progs that load with the 
normal Amstrad loading system 

E: cut out all the helpful 
APING BLOCK x* messages. 
If you can get into the loader, 
replace any exclamation marks 
that you may find in the file 
names and the helpful mess 
. will return 



MODULATOR PROBLEMS 

Dear Ami i n 

1 own an Amstrad CPC 464 with 

green monitor and I recently 
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purchased a power supply 
modulator for my Amstrad. 
However, \ am experiencing a 
small problem with the 
modulator When I had 
connected all the leads [power 
supply, monitor, etc I and tried to 
toad the Way &t rrw EMptodh 
Ftsi the computer either simply 
reset itself or showed a blank 
screen after reading the first 

i- I ■ 

A si mi Ear problem with 
Everyone 's # Watty also 
occurred but this Time the game 
would not run a her it had 
finished loading, I have had no 
problems with other games 
such as YwAr Kung Fy, Hyper- 
sports, Sonrery, and 
Boulderdash for example . Could 
you please tell me what if 
wrong? 

A I S4 j. is it possible XQ improve 
lh« picture quality sent out by 
S frv. morti.j lator T * a on 

my portable TV get was blurring 
Kenny Sheit, thro*, Glasgow 

A quick phone call to the 
hallowed halls of Amstrad 
down at sunny Brentwood 
elicited the response that you 
must be in possession ol a faulty 
modulator and that is probably 
causing glitches on the DC 
in line to your Straddles Its 
also likely to be linked to the 
causa of your muddy picture 
problem as wall. The best 
advice I can offer is for you to 
return the article to the place of 
purchase md explain your 
proWem. 



PROBLEMS TO BE 

ANSWERED 

Dear Amtexrh, 

I am writing a character design • 

artist program that lets the user 

reproduce pictures drawn, at a 

later stage , using RS X 

commands, f have nearly 

finished it. but I am stuck on a 

couple of parts: — 

1 . How do you save the 

character? 

■w is screen memory sot 
out? t cannot figure d out at all 
Ail I know is thai ,i starts at 
& t GOG a nd ends at & F FFF. ( 1 6K 

hell) 

J Townsend, Bognor Regis 

For some tol al|y unkown reason 
the Amstrad screen map is laid 
out in a rather strange manner 
Starting it &C0OO ■ Tina of 
eighty bytes runs from one side 
of the screen to the other 
Though you would expect the 
next line to start at &C000 - 80 
I&CQSOI it doesn't, &C080 lo 
•rCOSOSSQ (SCOAfi! are di* 
played S lines below The fol- 



lowing listing should demon 
strate quite wall how things are 
displayed: 
10MOOE1 

20FOftF IkCOOO TO SfFFFF 
30POKEF1S5 
40 NEXT F 

As for the character saving, 
we're not exactly sure what you 
mean Save to tape? Save to 
disk? Save to memory? From 
what you say it sounds as if 
you'd greatly benefit from the 
ownership of * complete firm- 
ware specification Available 
from Amstrad this handy bit of 
literature will del a if fully how 
ten memory is stored and 
i the layout of the character 



ONE LETTER Z TOO MANY 

Dear Amtoch, 

When Mr Stephen Barber wrote 
to you about saving games from 
Idpelo disk you gave him n bit of 
information m issue 5 on how to 
do this, When I read it. I though! 
GftEATIT I hopped O'-'Hi \o my 
Straddle* 61 2S and tried it out. 
When I typed in the second line, 
which you m igh t remember as 
being Memory & ZFFF, and the 
micro" s answer was syntax 
error' What rjref I do wro* 
Matthew Huntington, Annie* 
garth, Windermere 

Oh dear, we do apologise but 
the problem is caused by the 
erroneous Z r probably slipped in 
by those obnoxiously raucous 
ZZAP' lads What you should 
have typed is MEMORY &2FFF. 
with this ever SO slight 
al te r a t io n you should now be 
able to get all of Level 9's 
product working on your 6128 

IS MY 6128 IU7 

Dear Amiech 

HalpM thir* my 6128 is ill When 
I press the Keys Q, W and E at the 
Same time the Computer fakes 
this as an Escape a nd puts up 
* Break, should this happen* 
Kevin Hall. Norwich. Norfolk 

You rusty sadistic person, 
pressing a n those keys on your 
poor Irttle computer No Kevin, 
it's perfect ry no rrna I for a 6128 
to go "qew*Break* ' H you prod rt 
in such a fashion Because of the 
keyboard construction you'll 
find that the computer will gat 
quite confused if you hold down 
three or more keys at any gfven 
time It really isn't much of a 
disadvantage 

WRITING A FAMILY TREE 

Dearlflttertech, 
I own a ©1 28 arid I m writing a 
family tree program, which uses 
the second 64K bank as a Ram 
disk for the data of every person, 
What I would tike to know i* bow 
can I save the second 64K bank 
to disk? 



Secondly, is there any way of 
erasing a file from disk from a 
BASIC program? 

Also can you sugoest a book 
like Amstrad's specification 
manual for the 6126 rhe 

same subject is there an 
Assembler/ Disassembler that 
sn% in bank 2, but Disassembles 
and Assembles to bank 1 ? 

Lastly, will I 'bum out the PSU 
if I add a 0MP 2000 printer and a 
sacond disk drive? (I'm querying 
after fatal results with a 
Spectrum') 
G Ross, Benson. Oxford 



Saving out the second hank ia a 
bit tricky but can be accomp- 
lished by paging in each bank to 
the 6V4O00 to &ra00 slot and 
then saving it out as a binary 
file The following listing should 
do that: 

10 CALL &fiD5fl,1 ,2.3-4 REM 
kin first 16K block of second 



or 



20 SAVE PARTI B 8.4000 

&4000 REM and save it 

30 CALL &BD5B 1 2 2.43 

40 SAVE "PAHT2 r s BA4000 1 

&4000 

SO CALL &BD&0 P 1 .2,3.4 £.6 

60 SAVE -'PART3"B # ft40(KL 

MOM 

70 CALLU(KB,1 i 2,3A5,6 i 7 

B0 SAVE '1>AIIT4".BJi40O0. 



In machine coda load the 
accumulator before calling 
&B0SB with the bank needed to 
be switched tn A full descrip- 
tion of this sort of thing will be 
contained m the new Amstrad 
firmware guide that should be 
available from the rn idd le of 
May In it will be full dels ib of 
the whole range of Amstrad 
machines and their firmware 
Erasing a fie from BASIC is 
rather simple as you can put the 
file name specifier in a string 
then use IERAj0A$ to perform 
the task. 

Pyrmdev sounds like the son 
of assembler you need even 
though it does sit in the first 
bank It assembles from disk 
and reads the taut file Into the 
second bank 

As v result assamtriy is 
extremely whirry indeed Also 
because assembly is disk based 
you can produce really large 
object files from very very large 
source files quite easily The 
addition pi a DMP 2000 with a 
second disk drive should causa 
no trouble ma both de v ices have 
their own power supplies whit* 
the Spectrum's mkrodrive and 
printer both drew power from 
the actual computer 



THROUGH A STAR 
DARKLY 

Dear Amtf> 

Recently I wrote to you com 

Eleining that I was unable to 
*ad th# ogme Dart Sfor on the 
6128 Well please ignore thai 
letter now I had been trying to 
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do to us«ng * Banks® n Cassette 
Recorder whkdh I bought from 
Duon*. I broke this on the 
Sunday evening whiin the 
RECORD button went solid and I 
tried to tore* 

My wife took it back to our 
local Dixon's in the Rye Market 
at Stourbridge and they very 
v replaced it with one of 
their EMXONS DATACORDER 
SR7s, While trying it out 
Monday evening, lest rng it with 
Spfat t and Wjirtord J decided to 
try Qflfkstar as wel f out of cu r i 
OSity You could have knocked 
me down with a feather whan 
the loading screen gave way to 
the Main Menu and I was 
actuaHyable to sample the 
gamel TUts was no fluke at I 
have since loaded it successfully 
and run it twice this evening, 

As you say on page 1 2 of t*su e 
5 for March (which! only got on 
Monday after posting my prav^ 
ious letter) it does teck up at the 
end of each game and have to be 
re-loaded, but at least I can now 
play the darned thing 

I would recommend to B 
Bruce and Ben Taylor 
anyone else experiencing tape 
loading difficulties with the SI 28 
tu try the combination of 
AMS0FTCL1 lead and DIXOMS 
SR7 DATACORDER What has 
worked for me may wel I work for 
them too 

SJ Pee, Brieriev Hill W Midlands 
PS Many thanks for such an 
i ntei e$ting and informative 
magazine — might you consider 
at sometime tak >ng a look at 
LOGO 7 Remaps as a follow up to 
the angles on CP/M? 

Thank you a lot for your usefu I 
tape hints adding to large 
volume that Amtix seems Co he 
building up Maybe we should 
wrila shook As for a LOGO 
piece, well that would nice but 
no— one at AMTIX! To wen rs 
terribly au fa it w rth Mr Paper! 'i 
esoteric language However if 
any kind sou I wtTh a modicum of 
writing pfcts extensive 
knowledge of LOGO were to 
send in such an article we wou Id 
be mote then happy to look at ft 
with a view to publication. 




CRACKING THE SYSTEM 

The Radio Hacker's Code Boole by George Sassoon, 
£6.95, Duckworth 



The ii tie of this book scarcely 
does it justice. It is destined to 
become a bible Tor radio 
hackers, and it also serves as an 
excellent introduction and 
reference book for anybody 
interested in cryptography 
{code-breaking) and data 
protection. 

The book is in two main parts, 
getting radio waves into your 
com put er , a nd tu rn i ng t hem i nto 
useful data. While ihe first of 
these is comprehensive and 
concise,, it assumes you have 
soma previous knowledge of 
electronics. Sassoon at one 
point refers io dipole aerials but 
fails to explain what they are. 
Similarly, he provides sample 
machine code routines for 
getting your computer to 
recognise incoming data- 
streams wh i c h presu pposes a 
general grasp of the nature of 
assembler. 

If you happen to know a tame 
wirehead who can explain the 
odd buzzword than you should 
be able to get the drift of what is 
going on. This quite complex 
technical approach is the book's 
only fault, and Sassoon does 
point out that this section is only 
for those who do not wish to buy 
a standard RS232 interface. If 
you're the type of person who is 
willing to make a terminal unit 
you're likely to have the 
necessary knowledge to get the 
most out of this section. 

The real meat of the book 
deals with what to do with the 
data once it is inside the 
computer, This includes a 
definitive analysis of the Baudot 
code <a type of ASCII used for 
RTTY transmissions), covering 
not only the US and UK versions 
but also the two methods used 
in the Soviet Union. The book is 



worth buying for this alone. 



THE ABES 



There a re two types of code : one 
resembles Morse lor ASCII) 
which is simply a method of 
sendmg tetters as dots and 
dashes or zeroes and ones, The 
other is a cipher, used to hide the 
meaning of a message from 
those unauthorised to receive it 
Most people know that ciphers 
have been in use si nee Julius 
Caesar, if not before, and 
Sassoon provides a readable 
history of the types of cipher 
used since then, including 
HellSChreiber end Vi gene re arid 
continuing right up to Enigma, 
the code used by the Germans in 
the last world war. 

There is BASIC listing 
provided which allows you to 
create your own Enigma 
messages. Indeed, the book is 
dotted with listings, either in 
machine code or BASIC, which 
supplement the text, and should 
provide food for thought for 
most amateur programmers, 
The machine code is not based 
on one particular computer, but 
on the Z80 chip, and similarly 
the BASIC is of the universal 
variety. This is simply a cut- 
down version of normal BASIC 
and wil I run q u ite happi f y on 
most machines. 

A large proportion of the book 
is about the two major cipher* 
used by business and 

fovemment, DES (the Data 
ncryption Standard I and its 
possible replacement RSA (the 
public-key cry ptosy steml. These 
two Codes are very much in the 
news at the moment, and 




Sassoon explains both dearfy. 
showing you how to break or 
solve them and read otherwise 
secret messages 

Most methods of breaking 
RSA require the factorisation of 
targe number* I 100 digits long) 
and the book contain* a 
examples of fast-factoring 
algorithms. 

BREAKING THE UW 

Sassoon does no! specifically 
say that some activities, even 
simply receiving rodio waves, 
may be illegal, but this is 
probably clear from the general 
tone of his remarks. Sassoon is 
rightly critical of DES but 
overlooks one feature which 

vastly improves it* security : you 
can take the coded output of a 
message put through DES. and 
then put it through again. As 
mosi methods oT breaking 
ciphers centre around trying to 
get a readable text, that mate* 
DES much harrier to break 

Sassoon suggests that the 
secrecy surrounding DES is 
impossible with such n simple 
concept as RSA I named after us 
inventors Rrvest, Shamir and 
Adleman) and this is the only 
reason I can find for the 
somewhat misleading title of 
the book. He can scarcely be 
afraid of the power* that be. 
because he has appeared on the 
MonJOft programme on BBC 

Even so, it s interesting to 
read that after they had 
published their initial idea*, 
while at an American university, 
Shamir and his colleagues 
suddenly had their government 
funds cut, in a feeble attempt to 
silence them. 

KNOWlfOGE IS POWER 



This book provides you with the 
idea I weapon io ensure your 
privacy in a cashless society 
where everything is recorded on 
computers: and that weapon is 
knowledge Furthermore, it 
does not just provide a guide to 
the concepts behind pu&Hc-fcev 
systems, but o,oes into the 
mathematics in a way which will 
be accessible to anyone with 
even the most basic knowledge 
of maths. At the same time, if 
you already know about number 
theory [the theoretical 
foundation of RSA) you won't be 
disappointed with Sassoon 's 
treatment of the PhHMj 
function 

If al I th is weren' t enoug h , the 
book has an index and a 
bibliography which would grew 
any academic work. 

this is not a book to scan 
during Cfossm&ds and the 
author does require a small 
commitment of mental effort, 
which is well rewarded It is 
likely to become the standard by 
which other books on RTTY and 
Cryptography are judged, and if 
you are interested in either, buy 



thisbook. 



Mkhael Jarnpel 
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This month sees a change round in the AMTIPS 
section, Robin Candy, the previous Tips Editor, has 
gone on to pursue other interests, leaving the playing 
tips in the capable hands of JULIAN RIGNALL, a young 
man whose biggest (and perhaps most dubious} claim 
to fame in the arcade stakes is having been a past 
Computer & Video Games arcade games champion. 
Take it away Julian . . . 



After being dumped at the 
helm of the good ship AMTIPS 
art rather short notice I'm 
desperately trying to get 
everything ship -shape end 
Bristol fashion Still, horn the 
Mttt$ * Pho^rtiin ri*£S ftO it'* 
seid. end tfiere ere two very 
useful maps — the whole Of 
$hadowt.ni end the first two 
levels of the torturous 
Bounder to help you along 
The ere alto a few POKEs r mini 
tips end other bits end pieces 
which should be useful to 
Amster gaming people 

Right straight onto the Qt 
ffUtt&Y section, the hit written 
rtvtfj the help of reader? for the 



STRANGELOOP 

(Virgin) 

Well bkrw me down, Richard J 
Evans, who comes from Berth, 
e stone's throw away fro m my 
home town of Aberystwyth. 
Pyfed, has just completed 
Virgin's ace space arced* 
adventure, Sfrangeloop. 
Being a kind soul (but then 
everyone from Aberystwyth 
is) he's sent in the complete 
solution Read on , 



The game is very easy to map, 
being made up of 25 rows of 
ten. ff you mate a grid and 
number the top row 1 1 u 1 and 
the side A to Y you ' I 1 know 
exactly where the locations 
you are. 

To get a high scorn you must 
collect most of the supplies 
and destroy a lot of Swarf If* a 
good idea to occasionally 
tea ve ih^ bike to conserve fuel 
— needfesa whining aboul 
won depletes your energy. 
The Jetrnan j$ immune to 
Megaswarf when he is on foot. 
However you need the bike to 
get into the control room at the 
and 

Mi TIE SB NT 
Right, when you start go 
straight to room NB and collect 
the jetbike by using I he angled 
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help of reader*. There mint be 
lotm of you out there wit h the 
ability to piny welt, solve 
garnet and pethepi even map 
out gemef ? If you can then 
why not earn younafl the 

people by landing in your 
favourite tip* or perhaps a 
map which has been lovingly 
enmptted — all h mt* it the 
price of a stomp and perhaps 
an hour of your lime! So next 
Saturday don't watch The 
flnee is Atght — knock up 
some tip* You never know, 
you mtgni even earn y ou raeff ■ 
free piece of software or a 
fabbo AMnx *T-*hirt ... 



panel to shoot the flying robot 
Got it? Good, now climb get 
into it and trundle your way 
along to Ml and get the 
magnet, h looks impossible to 

get Into but is in fact easily 
entered by using the secret 
passage on I he right of the 
upperlevel in section HB Once 
you've gone there go forth to 
the Ge nerol Sto re i n R7 end get 
the extra Nte. just nip in and out 
when the robot is at (he fur 
thest right of its travels, 

The next task is lo beetle 
over to S4 and get the Shogun 
tape and as soon as you've 
done that wh m off i o room U6 
Get the pleasure circuit and 
take it to the depressed, run- 
down robot in V*. The 
demented fellow will now be 
very happy indeed, bounce 
about the place with ecstasy 
and give you a syringe Once 
you've got over the excitement 
go up to room J! and get the 
bouncing bomb. Continue 
your kleptorrww by jetbifcing 
your way to H5 and swipe the 
soldering iron. Now, this isn't 
easy to get but If you position 
your jet bike above and 
between the cage' and the 
attached panel and then 
descend slowly you should be 
able to slip into and out of the 
cage with the soldering iron. 
Next get the welding equip 
menl from E9 and the ultra- 
violence device from A3 

All OK so far? When you've 



got your breath bach go up to 
the Medical room at CS and 
give the robot the Syringe. In 
return the kind binary human 
replacement will give unto you 
a silicon chip. Leave that room 
and sport down to D3 r acquire 
the goggles and put them on, 
Now enter room E3 and use 
your welder to remove the 
m#tal door. 

After that strenuous bit of 
exercise c hunter along to the 
computer room (found in row 
J1) and place the U V device 
there to preventyourself being 
electrocuted in OS Next onto 



if II give you a Lithium Crystal 
Coo! Tough going huh? It's 
not yet over I'm afraid and 
you ve got to goto U and 
bribe the guard with the Icr 
coin. Doing to allows you 
access to the next room along, 
L7 r and there you can use your 
magnet to keep the key still 
and" thus enable you lo pick It 
up. When rhe key is safely in 
your pocket go to 'Bubbles TV' 
at J5 end give him the TV Hell 
be ever so g ratefu I and g 
you a lovely present — tome 
handcuffs . Whizz along to J2 
and open the door with the 




room 63 . up the rightmost 
shaft to A3 1' We Shall Salute 
You AH ... land pick up the TV 
Go down to Pi and get the 5c r 
com by ramming your bU 
about half way between the 
floor and the u pper level on the 

r hand side of the room. 
Exit the jetbike and go straight 
through the war I to get the 
coin- You might have lo sacri- 
fice a life because it's difficult 
to gfrl back u p to the jetb i ke. 
Hemou nt the bike and go to the 
vendromet mach I ne at Y4 a nd 
use the coin while standing m 
front of h. This gives you a fuse 
and Icr change 9 

Take yourself to T4 and fix 
iheteleporter by first ytirtg the 
fuse and then the soldering 
iron Use the teieporrer to get 
to A2, grab the oil can and 
return 'Many Fish in the 
Cosmos' at OS is the next stop 
and while you're there get the 
silicon chip. You can then get 
i nt o OS and g ra b 'a n be plaice*. 
Onto room Q5 via the now 
defunct elect rocutk>n room 
and pet the acid, then down a 
level to B4 and give the oilcan 
to the robot there- In exchange 







key Next, go to room Li. fly 
Over sign rifo 2, press fire and 
pick up the ID card 

The next port of ca*l is the 
Robot Tape Store at Afi U*e 
The 10 to disable theouard then 

S) to the main panel end use 
e Shogun tape (this repli 
any ammo packs you've 
picked ypl end then the 




magnet (todt^abie the guard 
outside the main control 
room}. Go into the Control 
Room jF2 and put on the 
goggJes to sea something 
nasty 1 Use the handcuffs and 
sat off the bomb YVhiiz out* 
side and let the bomb explode 
and go back in and place the 
fish over The control panel. Put 
th* goggles back on (for 
reassurance) and go to the 
upper level to place the 
Lithium Crystal over the small 
diamond shape . . Dan 
Daaahhhh — finito 1 



SPELLBOUND (MAO) 

Stuck on Spettboumft N#vai 
tear. Laurence Edwards of 
Bradford on Avon, Wiltshire 
has got some highly useful 

upa. 

First 90 and get the growing 
bottle and drop the advert 
(read it before you do , just for a 
laugh) Now pick up the 
Herring and the Teieport key 
and bounce your way left 
towards the lift Mmd out for 
Mr Bouncing Ball cos he's 
nasty and swipes your energy, 
Jr> the room before the lift drop 
the Herring. Once you Ve done 



and command him to be 
happy and to eat and drink. 
Examine the hapless fellow 
and M his stamina is a bit on the 
low side then put him to sleep 
w 1 th a pi I y wave of you r Wand 
of Commend. Head beck to the 
lift and on your way command 
Florin to be happy, eat and 
drmk At the lift drop the 
teieport key and go 10 the 
second floor. On this level you 
should find Ei rand the 
Naif el van and Samsun the 
Strong. From Samsun take the 
Elf Horn and from Eirand the 
Miotnir Blow the Erf Horn and 
summon Florin and restore 
your energy using the same 
give the bottle 1 process as 
befofe 

Go back to Thor On the Third 

floor and give him ihe Miotnir, 
end if his stamina is high 
enough waken him 60 to the 
iift and summon Thor wnh the 
Elf Horn and ask him to help 
you. You'll now be able to to 
get down 10 the ground floor 
and basement Drop the 
glowing bottle, enter lift, whizr 
down to the ground floor and 
walk along to the end. Stroll 
Over the Strange liquid frnd 
cast the Armoarium Photon 1 us 
spell which should cause your 
armour to glow. Don't be 
worried at this strange 




SPELLBOUND 
COPYRIGHT nftSTERTRQHXe 1S15 
BY DftUXD JOMES'EP HICKMflM 



that enter the lift and whi« up 
to the roof and pick up the 
bottle of liquid Walk right ell 
the way a long the top of the 
roof until you get to the wand, 
which you should pic* 
Now teieport, 

Bound left and find your 
good old mate Florin and 
awaken him with your Wand of 
Command- Once the sleepy 
devil is up and about give him 
the bottle of liquid and 
immediately take it back from 
him — this restores your 
energy to its maximum Now 
youfi be full of energy and be 
able to bound right, find Thor 



phenomenon, just walk past 
the room calked The Little 

Summon Ro*mar, give her 
the pocket laser end as* her to 
help you. Shell happily oblige 
and bum the wall down. If you 
go down to the basement level 
and grab the Power Pong 
Rant, then bade to level three 
and retrieve the Herring and 

Bo with them to the Mush 
room on the first floo r p y ou # l I 
be able to cast Fu mat reus 
Protect icum which makes you 
immune to Nightshade gas 

That's it so far, next month 
there'll be some more ops . . . 



THE LITTLE, BUT JOLLY 
USEFUL, TIPS 




YIE AR KUNG FU (imagine) 

Young Paul Knight ol Wellesboume, Warwick: claim* that you 
can get 'amazing scores' on Imagine' 1 tfe ar Hung fa by 
following this simple move:— 

At the start of each fight move beck about a centimetre and wait 
for your opponent to attack. When he or she docs, jump straight 
up into the air, making your opponent go underneath you to the 
far left of the screen As soon as you land turn around and kick 
them in the stomach as fast as you can They won't be able lo 
move or defend themselves. HA I 

ONE MAN AND HIS OROID {Mastertronic I 

Ait r on Cook from Glen rot hes. F'rf • ha* found a II th* passwords to 
the twenty level* of Mastert rook's One Man and tits Droid 



1 NONE 11. 

2. EMPIRE 12 

3 PREDATORY 13. 

4 RUMINATE 14. 

5 RYEGRASS 

6. VACUUM 16 

7. VAMPIRE 17. 

8. RAGOUT 18 

9. GRAIN 19. 
10 AASVOGEL 20. 



BLIZZARD 
CLOCHE 

COLANDER 

ECTOPLASM 

ECOLOGY 

FEROCIOUS 

FETLOCK 

GOOSEBERRY 

GRAVITATE 

UPANDAWAY 



mm (us GoW) 

To 90 through an \m passable 
berher or door go r igh \ u p to it . 
press jump and walk at ihe 
same l«me Eventually you II 
go righi ihrough 



COMET (Firebird} 

This tip was discovered by our 
very own butty bather Gary 
Liddorr. To get onto the final 
screen simply freeze the game 
and pees* the and 9 key* at 
thm same time. 



45 
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- LEVEL 01*. - 





The result of unique co-operation between three ace software developers 

and the Biggies film production company Biggies - The Untold Story will 

knock you right out of the air* it s a multi-part arcade strategy game in 

which eoch part must be completed to reach your final goal 

In the air. on the rooftops, on me ground, or in the trenches 

YOU CAN BE A HERO! 



Coming In May 



Coming In June 



Commodore 64 
Spectrum 48K 

Amshad CPC 



£9.96 tape, £12.95 disk 
£9 95 tape 

£9.95 tape, £14 95 disk 









Purnell Book Centre. Poulton. Bristol BS18 5LQ 
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BE THE ENVY OF YOUR FRIENDS . . . 





NO, SERIOUSLY, THERE'S NO NEED FOR 

SUCH EXTREMITIES — 
ALL YOU REALLY NEED IS A 







T-SHIRT or SWEA TSHIRT 




AMT1X! T-SHIRT AND 
SWEA TSHIRT OFFER 



All quoted price* include VAT, post and packing (UK 
Mainland only) Continental Europe and Overseas please 
add £2 extra per item ordered 

Please tick appropriate bo* and slate s«/e 
Please tend rne AMTIX » T-ihirtU) at £4W each 
Please send ffi* AMTIX ! Sweatshirt**} a! £ S » each 

My *htrt sue re Small Medium Large 

Name 

Address 



I endow L — ■ . cheque/postal order made payable to 
Mewif ield Pu b Itcat ions Ltd, 

AMTIX* T SHIRT /SWEATSHIRT OFFER* PO BOX 10 r 
LUDLOW. SHROPSHIRE S¥« 10B 



I 



Avail*!* " *f •f rt _ ta 
Standard *««* n P*' e 
btu« £»-» 



POKES 



Justin Gan/anovic of HiKingdon. London hm* got th« right idea 
when it comes to giving th« Am* trad i dam good POKEing 
Th# following POttEs art aH tfom him ; 

To put ANY of those listings into ac I ion just load the game 
nOfrnakly. when the green LOAOing message appear, turn the 
computer off and back on again. Type in the aiiernatn header 
listing (save iT fortulureuteif you like?) r RUN n and prMfipl&y on 
tape to LOAD the rest of the game in the normal way. 



KEEPERS 



This gives you infinite lives 

toopeour "D 

20 MEMORY &7FF 

30 LOAD "&8D0 
40POKE8J0CE.0 
SOCAULSiSuO 



BOUNTT BOB m Bold) 

And here's soma mora infinite 

tot 



10 MODE 1 

20 FOR N &A400TO&A44C 
30 READ AS POKEN.VAU 8T 
■ A$] 

40NEXTN 

50 MEMORY 82000 

60 LOAD "!": LOAD "!". 82040 

7OCALL&A40O 

SO DATA F3. 3E. 4E, 32. 74, 22, 

3E.9F 

90 DATA 32, 75, 22, 3E, C9. 32, 

69 22 

100 DATA 3E. 3E, 32. 6A, 22, 

3E. CO, 32 

1 10 DATA 66. 22. 21, 40, 20, 11, 

40,00 

120 DAT A 01. 37, 02, ED, BO, 

21 40 00 

130 DATA E5, 21, 00, BB. E5, 

21.37 02 

140 DATA £5.21. 07, B6. E5,21, 

ee.w 

1500ATAES,F1,21.EA,B1. 

1109,81 

160 DATA C9. 21, 00, 00,22, 71, 

06,22 

170 DATA 73, 06, C3. 40, 00 




TMJCEIKGRL) 



Guewwhet — more infinite 

lives BUT also: ammo, flares 

and fiuei' 

lOOFENOUT'D 

20 MEMORY 1529 

30 LOAD 

40 CALL 2000 

50 LOAD "■"■ 

60 LOAD "I" 

70POKE&4FC0.0 

90POKE&5O2S.0 

90POKEei4FF2,0 

100 POKE & 3849.0 

110 POKE &3B4A.0 

120 POKE &324F255 

130 CALL &88BB 



KM ASSIVE £1 00 WORTH OF 



It] 



GOLDEN AMTIPS MEGA POKES 
COMPETITION. 



which do something %r™*~ "~ r; win within a lew issues 
specif to a gaTrie, POKES wmi 



coMnupnoN uueMiwifc) 

And even more infinite lives 

lOOPENOLTT'D" 

20 MEMORY 1999 

30 LOAD "", 15000 

40 CALL 28650 

50 LOAD ' ". 15700 

60 POKE &6EC90 

70 POKE 86ECA,0 

80POKE45ECBO 

90POKE&5ECC.0 

100 CALL 23700 



That's rt for this month Now. don't forget what I 
said at the beginning of this bijou AMTIPS 
columnette — the survival of this section of the 
magazine depends on you. dear reader, so send in 
your tips and maps to AMTIPS, AMT1X! 
MAGAZINE, PO SOX 10, LUDLOW, SHROPSHIRE 
SY8 1DB. By the way, don't forget to write AMT1X! 
on the envelope otherwise Pat *n* Doreen the mail 
sorting ladies will stomp downstairs and beat me 
about the head and shoulders with a large, blunt 
instrument just like they did with my previous 
colleague. 
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GETTING A G 



Last month we interviewed Coventry- based PSS and spoke to 
two of the faces behind the company, GARY MAYS and programmer- 
n -chief MIKE SIMPSON. In the interview Mike spoke of an artificial 
intelligence program which he had developed and used in his 
Swords and So rcery program. Interested. JULIAN RIGNALL 
speaks to htm again and asks him to explain what he 
means by 'artificial intelligence' and how he approaches 
the concept on a home micro. 



i^H 
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- f°r 
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you approach il from a games 
point of view, using USP and 
PROLOG type languages and 
database structures, it can't foe 
done, not on a micro/ explain* 
Mike. What hat to be dona is a 
kind off simulation, a son of 
jrtittctaf artificial intelligence 

Say ih*>piayflf has to choose 
a certain attack and defence and 
the computer has to do the 
same. Vou have a points rating 
for the different combinations 
so the computer can look at 
what Type of attack and defence 
the player is taking, add up the 
points for it and come out with 
the perfect defence end the 
perfect attack if H does that aM 
the time then it's a bit boring — 
you could never win. Thai's 
intelligence in a way — well, the 
games theory side of it. 

What you nave to do, though, 
is put in random factors to get it 
to fail once in a while, and no* lei 



it look al the player s tactics but 
to look at what it did lest time. 
The problem wit I ^t's 

generally not good enough and 
you have to cheat a Nttie bit end 
' look at what you're going to 
do . but once you start doi ng mat 
it starts getting too clever again 
The other side of it is natural 
languages parsing, It you try to 
do that properly you'll need a 
Fairly large mi n» computer 
system, a lot of time and a LISP 
or PROLOG compiler i For a 
small system you have to 
restrict the vocabulary and get a 
system which checks for certain 
sequences of words You then 
get a sat of key words, usually 
verbs which are applicable to 
certain objects, than actions 
which are applicable to the 
objects. Evan then moit of the 
time if II say 1 don't understand 1 
because there are so many other 
options that it won't be able to 
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cope wirh 

What about the type df Al 
programs which you could just 
chit to? 

"You could produce 
something thai would converse 
in a relativity sensible way, 
though the computer would 
eventually run out of Things to 
say on a particular subject and if 
you don't tot it Chang* the 
subject it'M get Muck The easiest 
thing to do is get it to turn round 
things thai you sity — "I am 
good it games" and the 
computer says "So, you are 
good at games" There are 
a tways ex captions where it'll get 
something wrong, and you'll 
always get people trying to find 
Out those thing s and make it 
look si I ly Ift im possj ble to 
make it truly intelligeni, not on a 
home micro a nywav, p 

How far is if possible to take 
an Amstred and teach it about 



HmM? 

Tou mean "You are a 
computer program" and it say& 
"Am I? What's that>" "Well a 
computer program is . , " and 
go on from there? You could go 
though i he motions of teaching 
it but in the end you can only ask 
it things it knows about ' 

And the future of Al? 

*Wefl, it's nor going to be used 
for anything frivolous but in the 
beginning more for things \ 
Expert Systems and machine 
translations. They're more 
practical applications. You'll 
most probably get a sort of 
home butler which will sell a few 
— mostly to Americans (laughs |. 
There's a fun aspect of AL but 
these are mostly games things ,' 

W*a the development of the 
language for SwQrds Bf id 
Sorcery a complicated process? 

'No, not really. The whole 
point of the language was to 



save memory So I produced a 
language which was very quick 
at sitting through the database 
and checking the various Hags 
and also allows you to change 
the records in the database very 
qutcic^ 

"You see, you develop a list of 
commands and then you decide 
how the language is going to 
work — interpreted or compiled. 
It s easier if you do M interpreted 
The program then looks t h rough 
the list of bytes which represent 
the codes for your commands, 
interprets them so it'll lake the 
first byte, which is effectively an 
IF command, go to the routine 
that evaluates the IF command 
and that will determine the 
length of the expression. Then it 
wilfcall up the expression 
e valuator which will work out 
whether its true or false. If it's 
true then it'll execute the block 
of code. 



There are also furry 
switches' where you have a Jisl 
of Options and you want to 
randomly select, to a certain 
extent, different probabilities, 
such as printing a certain 
sentence oul It's bonng if you 
say something the s&tnm way all 
the lime so you randomly slot 
together the bits of the se n Lence 
or whatever i have a "fusry print 
command which selects from a 
I ist ol ph rases and pn n ts one off 
that list 

Mat hard to come up 
with a little language as long as 
you kee ; tured h ' t what 

you might call a "No* based 
language A lot of language* 
under test conditions say 'if this 
is true — then do this' and then 
check to see if it is true Ninety 
per cent of the time the answers 
gewng to be no so you construct 
a language thai runs faster if the 
answer's no.' 

How will A I develop in games, 
then? 

Tve started it in Swords &nd 
Sorcery, but basically it's more 
of a universe simulation where 
you simulate an environment 
which has realistic effects. In 
that way its Al in a much wider 
sense — you mutt have an 
intelligent environment with 
creatures that react m a sen*, 
way. The conversations wtn< 
you can hwe with them are very 
limited but within the limits they 
react in a very normal way I 
mean, if you're nego* 
contract then you wou lr : 
realty be talking about the 
weather anyway i 

'Simulating a universe 
doesn't take up a 
memory as you > : ■ V ou 

have models of everything — a 
record of what can be done to an 
obfect. itssi/e. weight, 
hardness, what it does ui 
various conditions Writing in 
the language I developed for 
SA S you can describe what 
happens when you pick it up, 
drop rL wear if r take it off , hi 
in your hand and try to use < 
once you've got the objects and 
where they ere in the universe 
all you need ere the monsters 

Are they also 'intelligent*? 

"When you meet a monster in 
SAS the compi . eacts to 

your current stale reads the 
monster's record and there are a 
lot of flags in that record to say 
how the monster reacts, how 
hostile, brave, sceptical, greedy 
it is Then there's a status choc* 
on you — whether you've killed 
something, is there blood on 
your sword, are you carrying a 
staff, and so on, and each of 
those has a points value. It adds 
these all up and modifies these 
along with its courage, hostility 
etc and comes up with a basic 
reaction — it might insult you, 
run off, throw magic or 
whatever That s simulated 
intelligence, it doesn't 
understand what's going on, but 
|ust chocks what it sees, edtf 
a whole lot of points and makes 
a decision 

But isn't that Iff e anyway f 

Yes. and it |ust depends how 
you define * n re M igence It s what 
it appears to be, If a looks 
intelligent, it is' 
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SKETCH A STRATOCRUISER 

AND WIN EVERYTHING THAT MIKRO-GEN HAS EVER DONE 
ON THE AMSTRAD PLUS COPIES OF ITS LATEST 

SMASHEROO, 



In the frozen wastes of space the 
ancient asteroid Of Sury-Ani 7 
r evolves Slowly, lit by the 
unf neridJy beams of a decaying 
sun. 
This gargantuan lump of 



mining com pie*, and is now 
littered with cannisters ol 
radioactive waste guarded by 
be! Itgeranl robots. 

This is the smting of Equinox. 
the latest release from Mikro 
Got, and into this let hafc world 
travels a lowly mining droid* 
whose task it is to dump the 
canmsters before they explode, 
afl the while battling against the 
legions Of robotic security 

guards . . 

Well, it's a darn sight better 
than being a lowly competition 
minion whose inspiring task is 
to hump bags of explosive camp 
mail, alt the while avoiding the 
balef u I eye of an aged ed i to r 
Just about the only break I pet is 
thinking up these comperinons, 
and somet uti es J can't avert do 
that without or crumbly 
interfering. 

'Key, mrfiHjn/ he grunts, 
Those guys at Mikro-Gen are 
giving away copies ol some 
space game or other for a 
compel 1 1 ion, so get the fcids to 
paint a spacecraft Yeah, and 
throw in an alien or two for good 
measure. You "vi? got ten 
minutes.' 

I ask you. is that any way to 
run a magwine? Spacecraft! 
Ahens r What have they got to do 
the beau titu I ly detailed and 
strategical ry challenging 
Fifutnox^ There's not a 



*QU 




spaceship or alien in sight Still P 
ours is notto reason why 

So. let s show him, readers* 
Crumbly wants spaceships, he's 
going to gel spaceships. The 
most technologically terrific bits 
e hardware hes ever 
to clap eyes upon 
t you've got to do is 
design an alien spaceship, the 
kind of craft that a visitor might 
use to travel the interstellar gulf 
between his world and ours. Lei 
your imagination run riot — give 
us sleek and mini n ing 
sfratocru rser$, or pockmarked 
and gru bby starshtp* with kits of 
knobbly bite. 

The best drawing will get you 
first prtre — alt the Am sir ad 

^ies wh Kh the wh ink ids at 



That s all the Walfcy games — 
PVfttmarRma t Frtf/yo/r**s a 
Watty 4 Herbert's Dummy Run 
and Three Weeks in ffarotta* — 
Afaster Chess, Betite of the 
\ of course, Equtrtox 
That's abou 1 70 quids worth of 
software 

Ten runners up will yet copies 
of iijt/trtQM too, so get out your 
wax crayons, fert-tipt, finger 
paints and get cracking - you've 
Only got until June 24. 
AH drawing* should be on 
sheens no brger than a single 
page of this magazine i A4 B in 
other ward*), and dont forget 
to add you r name and address In 
some kind of legible script 

Send your masterpieces lo 
STARSMIP EQUtNOX, AMTIX! 
MAGAZINE, PO BOX 1(h 
LUDLOW, SHROPSHIRE SV8 
IDA 



u 



* ->. 
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THE STORY IN MY HEAD 

] ang on a minute, Wait Ah, that's belter Can! write 

this, inTrn without having my pointed green hat 

placed just right. Right? We leprechauns have a 
reputation to uphold. Why do adventure writers 
have 10 be labelled as such? No this isn't another 
moan about being called a leprechaun — that* are 

worse names, but it does Se*m [hat computer 
adventures are somewhat stereotyped. There are 
good idea* around as this month's review af 
Redhaw* proves, but too few new games explore the potential of the 
adventure genre Too many are yet another version o 1 ! the original 
CrowTher and Woods effort Many of these games are good >n their 
Own right but the adventure buying public are Surety open minded 
enough to accept something truly original once in a while. 

There's always plagiarism in computer games but adventures 
seem ro suffer more than most. How many games are there that deal 
with industrial espionage, political intrigue* surrealist fantasy Or 
professional fulfillment? Not many compered to the constant deluge 
of Tolkienesque ploi lines Adventures should be more varied. 
Almost any subject matter you care to think of can be made into a 
decent adventure gi van a little time and effort. Arcade games cannot 
easi ly offer such pote nt ia I Vet even i n the m idsi of shoot em u ps and 
mazes, there are more attempts at new ideas, than in adventuring 
Hopefully, things will change in time But with the reluctance of 
many software houses to really innovate. I suspect the process of 
change will be a stow one, 

W anybody out there has written en adventure (with a utility or 
from scratch) with the view of just showing or selling it to a few 
friends, I would be interested in taking a look. If you would Nfce to 
send your adventures to me at AMTIXf Towers, I'll glsdiy review 
them. They might just show the professionals a thing or two. There 
must be a few people out therewith so me good ideas and they ought 
to be brought to the attention of software houses and the public. The 
sooner the better, 

Be See mg you 




comic strip, accetrtably recogni- 
sable as such right down to the 
speech bubbles. These contain 
scrolling messages, words 
spoken by the various charac- 
ters and which are randomly 
chosen from a situation library 
All comic strips must have a 
hero, and you play Kevin Oliver, 
something of a wimp in your 
unaltered ego. but fantasy can 
turn you into the super being, 
Redhawk, What you type in on 
the keyboard is faithfully rep- 
resented in Kevin or Redhawk' s 
speech bubble, elbowing you to 
add your own personality to the 
frames. 

The scenario is as follows: Not 
only is Kevin Oliver a wimp but, 
worse still, he's a wimp who 
wakes up in hospital to discover 
that he's lost his memory and 
would like to go home now 
please. Unfortunately. not 
having his house keys or even 
remembering where his house 
is, he can only poller around the 
hospital in e much bemused 
stale What can he do? All he has 
in his pockets is £4.00 and a 
camera with no film Suddenly 
he remembers KWAH, which 
just confuses the man a little 
more. 



Kwah ? J he says absently, and 
then to befuddle him still mora a 
startling metamorphosis takes 
place Luckily , he doesn't turn 
green and become a bulky super 
hero. No, Kevin turns red arid 
becomes The flying Red hawk. 
Saying Kwah r returns him to his 
docile Kevin person na and the 
plot begins tentatively to unfold. 

/tetfridwA is played in real 
time and an on-screen clock 
gently ticks away the minutes 
whilst schizophrenic Kevin/ 
Redhawk alternately walk and 
fry around the environment. The 
actual object of the game is not 
stated and a lot of fun is to be 

Sined from tottering around 
i city using the usual key- 
board directions. Trying to find 
something to do whiisi under 
the reasonably protective guise 
of super fwfro is obvious enough 
so a little baddie hashing may 
arrest Redhawk s imagination 
as long as he's got his costume 
on. 

So much for his day job run* 
ning around battling for recog- 
nition as a fighter of evil (his 
popti la rity ral ing is d ispla yed on 
a scale). Unfortunately, super 
hero- ing is heavy work and Red 
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ore often than 
not, a new adv- 
enture game rs 
forced to hack 
its way into a 
market place 
filled with pro- 
grams that tend 
_to foliow a brief 
but fundamentally immovable 
set of rules that dictate, to a large 
extent, the format an adventure 
should follow- Therefore most 
move from location to location 
giving brief descriptions some 
times accompanied by a graphic 
or two which may be purely 
decorative or which may give 
dues to aid in completing the 
pu&fe These games usually sell 
or sink depending upon the 
content of their plots 

Aedtow* is a graphic adven- 
ture that breaks into the tiny area 
of ground left for the wild spirit 
to cover r fr is en interactive i 
toon strip Each direction or act- 
ion command understood 
brings up a new frame of a 




AMTIX June 1986 65 




hawks limited stamina depletes 
at a rate relative to the action 
being undertaken. The only way 
of replenishing this vital force is 
io swap from being Redhdwk 
and return to wimp form. 

Following in [he footsteps of a 
certain well known senior super 
hero, it gradually dawns thai 
being possessed of a camera 
upon arriving at Fleet Street, 




there may be doors open to a 
new career as a cub photo 
grapher with a newspaper. The 
job security also provide* a 
source of income with which to 
pay train and taxi fares, thus 
allowing Kevin to travel around 
the dty to his various Redhawk 
commissions 

hat's about all you need to 
know about the plot 35 just get- 
ting started can be a long 
process All the action takes 
place on screen in a secies of 
three cartoon type boxes, read- 
ing from left to right, The game 
is very logical in approach and 
follows a city model fa<ihfully 
with a wry humour. But the real 
novelty of ftedhawk lies in its 
realtime aspect- Although not 
iniiiaily difficult to map, the 
major concern is the timing of 
events making Kevin and Red 
hawk into real clockwatchers 

This intriguing and novel 
package is weM worth the £8 95 
It's entertaining, intelligent. 



Colourful with an atmosphere 
you can cut w 1 th a k n i f a . Humou r 
pervades everything right down 
to the 1 r mating people who 
populate the game and I heir 
failure to take super heroism all 
that seriously (flehawk is rudely 
mis-named Redsparrow' or 
Red Bus J as he flits across the 
City skyline). With its tongue in 
cheek Marvel comic heroism, 



this game is woriti every penny 
of a cnmebuster's meagre 
spending money 

Atmosphere 94% 
Plot 87% 

Interaction 97% 
Instability 90% 
Value for money 93% 
Overall 94% 
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GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 

Telephone: (Sales) 0384 238777 (General) 0384 237222 
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RUNESTONE 



Firebird, £7,95* cass 



uw$TOft& l & hist- 
ory is a long and 
varied oris, hav- 
ing Originally 
been developed 
for release by 
Games Wort- 
shop during its 
early excurs- 
ions into the home software 
market 

After ihat company had a sud- 
den change of heart and ret real 
ed to the fold of Che dice- rolling 
fraternity it looked as if the 
game might never see the light 
of day again However, Firebird 
has finairy come to the rescue 
and has not only re-released ft 
on the Spectrum but converted 
it for the pleasure of Amsters all 
over the UK- The game forms 

Kut of the 'Hot' range and there- 
re (?) comes packaged in a 
square red box Insiae, apart 
from the cassette, there two 
ornate maps and an attractively 
printed rules booklet 

After a brief two- page inlro 
dudion and another five pag e s 
of scene setting text, the manual 
finally begins talking about the 
game, The game is set in the 
land of Belom Man had lived 
and prospered in the land for 
hundreds Of years before hordes 
of Ores from en unknown land to 
the north began their attacks on 




the human villages. Humans 
had already 'evolved 1 into forest 
dwelling elves, academic wu 
ards and common men and 
although the three groups were 
umied against their enemy, they 
were So outnumbered that ihey 
each faced extinction 
That is, until three friends, a 




warrior, a wizard and an elf met 
together to hear of the wizard's 
recent dreams, Through his 
dreams, the wizard had become 
aware of the evil force behind 
the ores — Kordomir — and had 
also learned of a way to defeat 
him H bv seeking out a legendary 
wizards book and something 
called theRunestone, a device of 

Ka! power, available only at 
time of Eta I urn's greatest 
crisis. Well, unlikely it might 
have sou nded but ic was i he on ly 
chance they had, 

Trie player controls these 
central characters throughout 
the game. To change from one 
character to another, the com- 
mand "Change' is typed. To 
indirectly conlrol another char- 
acter, it is possible to begin a 
command with the words T'ell/ 
"Say 'or 'Ask.' Which leads me on 
to the parser. Although oniy the 
First three letters of each word 
are understood, flexibility is 

Kined from the fact that we are 
_ftd from the age old verb- 
noun syndrome, the bane of 



many an adventurer. Not that 
this is so new of course, but it l» 
satisfying to see new games 
taking advantage of more 
sophisticated means of Irt 
action K there has to be a enr 
icism, it must be levelled at the 
vocabulary which is a h'nte on 
the small side 

The player sees the game as 
three segments on the screen. 
At the top is a graphics window 
titeff spi it mi o two sections) The 
mam part Of the window dis 
plays the view of the currently 
controlled character whilst the 
remainder of the window 
actually displays the face of the 
Character concerned Some of 
the facial animations and 

ex pre ss ions are most effective 
and help lend atmosphere. How 
much they help the player is a 
matter not at all clear to me end I 
suspect they coutd be purely 
aesthetic qualities. The graphic 
view is kept in simple two colour 
mode but ihe details are well 
drawn and when a character 
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approaches something, there 13 
The effect of zooming in on an 
area. 

The middle part of the screen 
is taken up wi(h the text display 
where responses to recent 
act ions sera 1 1 into v i ew each t u m 
(and scroll off the top again) and 
the bottom area is reserved for 
text input by the player. The 
character set used is very 
an recti ve while still remaining 
legible, 

Actually, playing the game 
reminded me very much of 
Lords of Midnight, The game 
may not be quite so massive in 
Tsrms of territory covered, but it 
more then makes up for this in 
atmosphere If the plot is a little 
hackneyed, the action and pres- 
entation compensate edrmr 
ably Don 'I get me wrong, J think 
to have such excellent tech- 
niques lavished on a rather 
dated plot has to be a little dis- 
appointing but 'it's not whet you 
do but the way you do it that 
counts' 

The puzzles are interesting, 
the gamepiay varied and the 
plot coherent. Because the time 
passes whether or not the player 
interacts with any Of his char- 
acters, it is advisable to keep 
changing from one personality 
to another or someone could 
fall foul of a fate worse then 
death without you even know 
mg Complex character juggling 
however is not required and a 
player soon realises that the 
same guidelines for character 
management in lords of Mid- 
mght appty here. There is none 
oflhe strategy of LOM m that 
there are no massive armies to 
build (so far 35 I have seen) but 
logical use of each of your char- 
acter'* abilities is going to help 
you go a long way to winning 
the game. 

One occasionally annoying 
feature rs the way th^t after 
certain moves, text appears on 
the screen only to scroll off 
again at lightning speed I'm not 
the fastest reader in the wo-rW 
but I defy most people to read 
that fast. In fact, the information 
that is sometimes lost in this 
fashion is not very important as 
it is usually a repeat of some- 
thing you have had a chance to 
read before In which case I think 
it's sloppy to allow this rather 
pointless activity to occur. 

Gripes over with I like this 
one It should keep you happy 
for quite some time. It has been 
a long wait (for the review copy, 
let alone the game itself) bui it 
has been worthwhile. I just 
wished I had the time to delve 
deeper into the game and find 
out what the Runestone does 
but J suspect that such rewards 
will be very hard won. 



Atmosphere 90% 
Plot 78% 
Interaction 90% 
Instability 92% 
Value for money 91% 
Overall 91% 




Arid another u na bites t lie dust Y our replies are rolling In fast smt 
furious and * mgyrtharric Those of you who have gone to the trouble 
to communicate For some reason, far more maps «>c arriving than 
we can possibly use So If there** any delay with the map printing, 
you knew why And wrul* wtri on the subject of maps, here are 
some tips on how to present them 

As J fiitf In I he first A rcena. don 't worry rf you r artist *c abil rties at* 
minimal, Just keep the maps simple and digramatfc arid we can sort 
out the rmt People who send fin their maps on one side of an AS 
piece Of letter paper probably wont have their map* printed A4 
[the *i*e o* the pages in this magazine) n m much better format 

r use only one side of the paper for the map ( though more Chan 
»t may be used rf necessary ) and use a It ay Or legend 4 where 
If you have the ability to draw more than a series of 
interconnected boxes, please use a hard pencil and Mr black ink 
from artist's pens Good luck 

flight then, this month we have managed to acquire a map for 
Roneston* reviewed efsewher e in this issue. How * that for speed? 
For those Of yOU who have written asking for help with Message 
from Andromeda, the complete solution is listed below. And of 
course there are the usual pleading, moaning, grumbling letters . 



FROM THE 

PA(REN)TNETIC SCHOOL 
OF CREEPING LETTERS 

Dear Seen, 

After reading your Apr it column, 
I noticed that there was a 
definite lack of letters So, m the 
spirit of pure benevolence, I 
thought I'd write in just to edd 
some variety to the column 

Myself and a few colleagues 
produce a bi-monthly adventure 
fine called Glamdring. Mot>' 
our copies are sold by mail order 
(we actually have a reader m 
Portugal} ami n mpny 
adventurers wjM know, it's hard 
to find a magazine with n good, 
long adventure column in it We 
think that a big 1 40 page I 
adventure fanzine would go 
down welt with your readers As 
soon as the latesl edition ts hoi 
off the presses, we'll send you a 
copy to review, You could say 
this tetter ] which I hope you will 
pnnt it took a hell of a long time 
to type) is a warning. 

As for the Help-en - 
adventurer stuck m a jam 
campaign, our fine has its very 
own Rusty Btede Itm} helpline 
and anyone wishing to take 
advantage of its free services 
will have to buy the fine for 
details! I would like to point out 



that this fine is non-profit 

making and cosia 50p Sine 

postage! and anyone who 

would Jika a copy (or send 

m.a " we need it ] should 

Write to; — 

GLAMDRMG, John Manifold, 1 

High St, Ufceby, South 

Hurnhernkfe. DN39 6TG Or they 

can wait for you (All Hart Sean 

rVlasferson} 10 review if 

{ recommend ^g rt I'm sure), just 

to make sure they're getting 

The*r money's worth. 

Yours 4 thinking your column's 

3r£ath 
Ohn Mantf OkL South 
Humbert Id* 

PS I liked Al Sir ad Anyone 
who i nc lubes an ex plan at i on of 
the word Gkamdring in their 
order will get a collector's 
edition at no extra charge I 

t too* tew/ d (with bmmf breath 
and fats ofpereihesesf to 
anythmg firof f&eds my ever 
gruwing ego. fncfdenieiry^ you 
may fife m know that out 
smthng, elf- dancing Henna 
Smtrft wouldn't rntnd swing a 
copy eitheK She wiH be taking 
occasion*/ ghmp&es of wh&t s 
available on the farvtm* front >n 
our sister pubhttittori CRASH. 
An adventure fanime knows no 
boundaries, youknoi- 
SM 



Duari 

1 nt^firtihajp with Robin &f 
SSi&fWtibd by Adventure 
Inter national What I want to 
know is how do you g*t into 
Ki rk\m$ Abbey . How do you get 
FrMir Tuck to fo Now you and hgw 
do you get into Cestf* de 
BeHeme without the evil foresee 
of Area i ' 914 lifting y. 

David Kirfcwood, no address 
given 

A ff very perfment questions ErJ 
don't realty know. Anybody got 
any ideas* 

OVERCOMING THE 
BOREDOM 

Alio me *o*e Oirish leprechaun. 
Ibesendinayousomerips They 
be lor Boretf of the ft 
tUVHGSLFHV 

2 TLHJF2HSZWDZIU 

3 LMDZfWH GS VB N FHG 
GIZEVO 

Sceptical HXVKGRXZO 
KOVZHV OVG NV RM 

Don't ask me for help, I 
cheated and hacked to find em 
Now I wonts some el p Qet 
nasty ole barrow-wright 'as me 
cornered m its lair. How do I get 
the Hippy {Torn} to rescue me? 
Drs is in Lord of the Rmgs, Also r 
any elp with Mmdsha dow 
would be desirable 'Dwthe 
b""yh**ldolgietoffthe 
island I've started doing 
naughty things to the trees! 
Stuart Bruce, Cteator Cumbria 

first of eft could people be so 
kind £s r& write to me *n Engirsft P 
ft would mjkp my hie so much 
easier Second of aft f can I 
hefp you fust yet on LOM i>uf i 'm 
In (be process pfcoflectmg ftps 
for nw r issue so keep your eyes 
peeled Laxity* hems how w 
stop abusing tmes tn 
Mindshadow TVG HG*ZO (UltN 
SK5I. TVG HGWO IUILN 
YLZGI TVG ILXP (UltN XZEV) 
VmJKWGUDonthrhtw** Then 
YZMT lUCP and hope for ft* 

SM ^►i 
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A LONG MESSAGE FROM 
ANDROMEDA 

Dear Sean, 

I have i he complex solution to 
InterDejStars *te£saoe from 
Andromeda step by step, from 
The beginning. Here* if is 
rVZWNVHHZIVand reply BVH 
OZWW LKVMZRIQLXPih, r 
OVZEV Now you me dn the 
landing pad, go V V.H TVG 
TOLEVk M.V. TVG PMRUV 
M H D TVG WVGLMZGU D. 
TVG ILW V.V.V and you should 
end up m the Mirrored Room. 

KLRMG*WZGKOZGV H 
WtLKJLW GRMHKSVIV TVG 
HKSVtV MDDDMMOH 
HSLLGTFZtW H KFGHKSV1V 
LMWRHS-GFIMHKSVIV 
WLDM V WLDM XFG ERMV 
V V Thi$ is 3 ma/e If you keep 
going MUGS, you will end up 
where you started from So go 
MUGS about four Times. If you 
meet an alien soldier PROO 
SRNORGSKBHGLO V until you 
reach the damp cave The alien 
soldier may appear here. V. If 
the soldier appears Here, follow 
the adv ice given above. Then 
UCVMWLLl TVG 
VCKOLHREVH -DD.DJMi 
rVZWDIRGRWT .i'n1 rpm^mtwr 

DD D HHD FK V WILK 
VCKOLHHEVH.D KIVHH 
YFGGLM LM WVGLM2GLI V V 

TVG ZCV DDD WLDM V V 
MJH.M.M. V until you jet to the 
lowei norm room, WLDM, H.V. 
SORN H O VZl TOLEVH WILK 
WVGLMZGLE TVGUFMTFH. 
MOMD GSILD UFMTFH ZG 
HOFT DD XFG ILKV TVG 
HGLMVH DD WLDM F GSILD 
HGLMVHZG XIVZQFIV. V.H. 
PROO XLNNZMWVI DRGS ZCV 
TVG PVS V RMHVIG PVB RM 
PVBSLOV GFIMPVB.GBKV 
LOW D.VMGVIWVEflXV. 
KIVHH YFGGLM. OVZEV. 
MMM VMGVIHSRK XOLHV 
ZRKM-XP GZPVLUU. You have 
now completed M&ss*g * fforn 
Andromeda. 
B Ahmad, London 

Atow that was a mouthful 
Thanks very muf-h Mr Ahmad 
and congratulations You am 
this month's software wwner 
and Aunt Agwe wilf be sending 
off a copy of Lord of t h e R i nge 
verysQQftmdted 



PRACTICE PROBLEMS 

Dear Ami ix 1 

I am a devoted fan of Sortery 
Pius which has kept me up until 
the early hou r» of the morn ing 
on many occasions. 1 am now 
quite adept at releasing all eight 
so rcerof s without any difficulty, 
but as soon as I reach the second 
pert of the game, 1 run out of 
energy with surprising speed Ai 
this point, the screen tells me 
that the practice mode is now 
available but DOES NOT TELL 
ME HOW TO PRACTICE' 
Seeing how you wrote such a 
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lovely review of this wonderful 
but rather irritating game, 
please let m® know Row to 
access the pfettoe mode, t am 
very worried about the 
Necromancer and feel that he 
should be dealt with as soon as 
possible Would it help if I Mid 
that I love the magazine 7 1 do 
subscribe to it 1 
M Funnel, Norwkh, NorfoJk 

And so you should subscribe to 
this wonderful journ&t. Actually 
Mr funnel your letter is typical 
of severs! we ha we recei¥Qd 
regarding thts matter Although 
the instructions for thagarna fait 
to give you the information y&v 
mquk% & Quick phone caff to 
Virgin this morning, rectified the 
Situation A t the start of the 
game (nor the start of the sacond 
p&rtt, pr^SS the C key down and 
then the fin* button. When ym* 
reach the second haff of the 

Krne r the pratice mode should 
a vatlabte without any 
difficulty. 
SM 



LORDS OF TIME 

Here are some more tips from 

the irrepressible Mike Wong 
(who has sent m enough 
material to keep me busy for a 
long time yet |. 
Zonal 

To crosa the stream GRV GSV 
KOZMPHGLTVGSV1 To get the 
ItKtestone TREV OL1PRMT 
TOZHM GL MZIXRHHFH. To get 
this keys from under the shed 
FHV GSV OL WVHGLMV Then 
unlock the shed. To get the 
diamond teardrop XFG WLDM 
GIW MVZ1 HGIVZN (ORGS 
ZCV) XZ1IB TOLD DLIN lo 
provide light. 

Right That's yer lot for this 
month Keep sending in the 
letters m.ips and tips I will use 
as many as possible in the 
months to come Don 1 forget, 
the cassette game of your 
choice is up for grabs to 
whoever sends in the most 
useful or interest ing item of the 
month, Despite the fact that the 
Red Moon map tailed to appear 
this issue (my fault, I didn't give 
OH enough time], we should be 
able to print it next month Keep 
your fingers crossed 

Before I depart once and for 
all, I should thank on* of our 
hyperactive advertising 
minions, Nick Wild He's en 
aoVentur* freak (and has 
completed more games than 
Tve had mushroom soup 
dinners) who has been helping 
me out on some of your more 
obscure questions Ah well, and 
1 thought all the credit would be 
going to me. Meanwhile, 
anything you f eei may be of 
interest; send it to 
AMTIX! ARCANA 
POBOX10 
LUDLOW 
SHROPSHIRE 
SV8 TAG 
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MUD FLIES AS SIR CLIVE 
AND SUGAR FIGHT IT OUT 



Mystery and controversy surrounds the £S million takeover of 
Sinclair Research by Amstrad 

The takeover was announced at a press conference on April 7, 
where ft wea stated that Amstrad had bought the worldwide rights 
to tell and manufacture all existing end future Sinclair computers, 
together with the Sinclair brand name and those intellect ual 
property rights relating to computers and computer related 
products. 



At the conference Sir Give 
Sinclair put a brave face on the 
decision to se 1 1 off h is com p a ny . 
acknowledging thai he was 

; over to expert 
international marketeers" , while 
Amslrsd boss Alan Sugar 
con f j rmed that one of the first 
Casualties would be Sine lair's ill- 
fated QL computer and that 
Amsirod intended 10 introduce! 
new vf rs«on f the S pe Ct r u m 
1 28 later in the year, with a built- 
in daiacorder. 

It is concerning the future of 
Sinclair's planned Pandora 
computer that Sinclair and 
Sugor have exchanged 
accusat*ons and recriminations. 
Alan Sugar has stressed that 
Smclaur would not be marketing 
the Pandora itself, and added, 
ominously, that 'Pandora will 
not exactly be what Sinclair 
conceived if to be/ When asked 
by Computer Tmde Weekfy 
whether Amstrad would be 
implementing MS-DOS on 
^andora, Sugar replied; I'd 00 
for an elastic band an d a 
propeHor I'm not saying what 
we'd go '• 

Sir C live has lashed oui at this, 



insisting thai his company will 
be ploughing ahead with the 
Pandora and that Amstrad had 
turned down ihe chance to 
market the machine, 'Alan 
Sugar is not a man who 
innovates products. Sinclair 
said, and went on I wouldn't 
rule it out that well be doing it 
ourselves/ 

Mud sdngmg aside, it appears 
that the marketing of Sinclair 
computers will run in parallel 
with that of the Amstrad 
computers with Sinclair 
covering the entertainment and 
of the market and Amstrad 
catering for the step up. more 
serious home units and 
business machines. 

The takeover by Amstrad, 
coming almost exactly two 
years after its entry into the 
computer market, consolidates 
its worldwide position and will 
enable it to penetrate those 
specialist market sectors whjth 
Sinclair has trad it ig natty 
dominated. It signifies the end of 
an era m which Sit C 
Sinclair's name went hand-in 
hand with cheep home 
computers 




Cheetah Marketing flushed 
wth the success of their Drum 
synthesiser for the Spectrum, 
exhibited the first produc" 
sample of the Amstrad version, 
wittily called the Amdrum 

Sadly their sound sampler 
and MIDI interface were not 
ready in time for the show, but 
the syncopated rhythms issuing 
from the Amd rummect Amstrad 
on their stand had the joint 
jumping 

Priced at £34.95, the Amdrom 
allows you to piece together 
drum tracks from sampled drum 
sounds supplied in software end 
is a faithful conversion of the 
successful Spectrum 
implementation. Once again, a 
fuN review should follow next 
issue - but Amstere will have to 
wad until Juty before the MIDI 
Interface and sound sampler. 
priced at £49 95 and C44.9S 
respectively, hit the streets. 
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POCKET MONEY 

WORDSTAR? 

The Amstrad version of the 
Classic word processing 
program Wordstar ft*% had its 
price dramatically slashed. 

j%c*ef Word$i*r, from 
MtarePro, now costs only 
£49.96- ft is available for the 
Amstrad 6! 28. the PCWa256 
and 851 2. as weH as the 464 
and 664 

Robin Oliver , managing 
director of MicroPro IUKL is 
optimistic: 'MicroPro set a 
lead in pricing policy With the 
launch of the original Wvrdstar 
bockinlSTB Pocket 
WordStar isaggresively priced 
at £49 95 and we helieve that 
rh la wi II ensu re that we 

jin and improve our 
position m the low-end 
market' 

MicroPro can be contacted 
at Haygarth House. 28 3 1 High 
SiraetWimWedon Village. 
London SWt 9 SBV. Tal : 01 -«79 
U22 



PLAYERS PLEASE? 

Richard Jones of Interceptor 

was at the CES show, proud to 
be launch inge new budget label 
— Player* Players games wifl 
sell for £1.99 retail, and the 
range kicks off on 29th Apn I with 
sixteen titles for the popular 
machines — six of the games m 
the initial packet of releases are 

With luck, we should be taking 
a took at the Players m the next 
issue — Richard had examples 
of the packaging and a very neat 
promotional video on his CES 



Richard JcmeS of con w, Haying 
trttertflptor and alive km the »<!■ 



seen Kara dancing case of l 

tfte Nglvt I antostk how to kaap I 

of the CES show your boJfi In the 

m\ trie launch or run a* at the some 

iww label Am you tima 



stand, but no games running SO 
we couldn't get a sneak preview 
organised in time for these 
pages! Lots of work has gone 
into the packaging design as 
well as tne software, Richard 
assures us, end the new 
Interceptor venture alms to 
catch a significant share of the 
budget market. 

Btgtop Barney, Nucte*r Hetst. 
Magw Maths, kttt&pede. TVo/fre 
Watfw and M$gk Oock are the 
Players games for Amsters to 
look out for. 



SPARKS FLY 

In a move aimed <r i all 

its MistriouiiOfi activities unoer 
or m roo f Creative Spw i 
OHecnbutKHi has moved into a 
new high-tech office and 
warehouse development at the 
Southwood Summit Centre in 
Famborough. The new address 
<s Unit B 11, South wood Summit 
Centre. South wood. 
Famborough. Hampshire GU14 
ONP and the telephone number 
*s 0252 522200 










BK6US GETS HIS ACT TOGETHER 



itegy game , was previewed by 
ronics and Computer Show in 



Bogie s, the muh inert arcades 
Mirror&oft at the Consumer E 
London last month 

As previously revealed in AMTIX* she game is the result of a 
unique? collaboration between three software developers, a 
music programmer, and Mirrorsoft It is linked to Specific 
sequences in the feature film. Each of the gome parts must be 
completed to achieve a final object ive H but rt is nowhere near as 
simple es it sounds I Whenever you reach a certain crrticel 
stage, you are likely to find yourself hurtled through time into a 
totafry different scenario, requiring different playing skills. 

In the first pert Of the game, you pilot your biplane, carefully 
avoiding ground and air attack, to locate and photograph the 
enemy s secret weapon Watch out for Von Stahlein on your 
tail! 

Then you must find your way through treacherous trenches 
and a secret network of caves, defending yourself with a pistol 
and grenades, to the weapon test site Finally you have to 
escape the police helicopter. SAS hit squads, end armed police 
in & death -defying rooftop chase. 

The second part of the game, on 1 he flip side of the tape, is a 
strategic adventure where you pilot your modern police 
helicopter across the Western Front, destroy the secret 
weapon, and rescue your friends who are trapped behind 
rjnomy lines. 

The game wi 1 1 se tl ai f9 95 on cassette and n 4 95 on disk and 
should be available around the middle of June 
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The main contract signing e*rravagan/a of the CES show 
involved Bn( is h Telecom s self proclaimed 'leading edge J label. 
Firebird, and adventure masters Level 9. 



Pictured here, gathered 
round the contract signing 
table on the Level 9 stand. «r« 
Tony Rainbird and Paula Byrne 
from Firebird and three 
members of The Austin family 
Tying up the deal. 

Rain bird will be marketing 
selected Level 9 products m 
this country and >n the USA — 
the first, of which is to be a 
revamped version of the 
CofQSSAf Adventure. Dungeon 
AdventurB&nd Advmtur* 
Quest trilogy, Before long, 
Amstrad owners [including 
word processing fiend) who 
sit behind the B256 keyboards} 
should be abte to exchange 
f 19.95 for a ftetnbird box 
eontajnmg the trilogy on disk 
and accompanying 
documents h on 

The Level 9 team are 



currently hard at work adding 

Srsphics to the trilogy and 
n proving the language 
parser used in the original 
versions of the three 
adventure programs. A 
second multi-load adventurer 
provisionally titled Kntght Qrt, 
should be reedy for release on 
the Rainbird Fabel during 
September and a third 
Rambird /Level 9 release is 
scheduled for December this 
year 

•The agreemenl between 
Ralnbird and Level Sallows the 
Austin's to continue as an 
independent software house, 
writing and marketing 
adventures under the Level 9 
label — The Prtce of Mngtk is 
virtually complete, and should 
find its way mio the shops at 
the end of April. 



DATA PROTECTION GETS AGONY UNCLE 



If organisation* hold on to 
computer lists of authors of the 
boots they stock or on to lists of 
sports goods endorsed by 
famou s sports personalities 
should f hey register under the 
Data Protection Act which is 
now m force? 

These are a couple of the 
mingy mg questions the Date 
Protection Register is being 
asked 

To answer these, and other 
knotty problems, the Data 
Protection Registrar, Ertc Howe, 
has published a set of answers 
m a useful booklet Along with 
answering questions about 
organisations keeping records 
of products with names like 
Hmu m Ford the latest set of 
questions and answers further 
examines the holding of data for 
payroll pensions and accounts 



purposes ft it important these 
users choc* their situations 
carefull v to see if they ere 
exempt 

Other questions answered 
include how does the Act affect 
modern telephones which store 
the number of individuals? Whai 
is the position as regards telex 
and facsimile machines 7 How 
does the Act apply when 
personal data is disclosed 
during maintenance of 
computer hardware or 
software? How should a 
partnership be registered? Who 
actually is the data user } 

Copies of the quest ions and 
answers booklet ere available 
free of charge from the Office of 
the Data Protection Registrar, 
Springfield House. Water Lane, 
Wilms&ow. Cheshire 5K9 5AX/ 
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Selected titles at 
under £5 
Many games with 
£1 or£Z off r.r.p. 

■THINK! 

^ The fast 
J moving 
B " game of 
V quick wits 
Sand mental 
S agility. 

the no. 1 choice 
for games 
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THE PITS? 



THE CONSUMER ELECTRONICS SHOW, held at London's 
Olvmpie during the last full week of April was a bit of a damp 
squrb as lar as the home computer industry was concerned Only 
a handful, albeit a fairly large handful, of software and hardware 
companies exhibited at the show, which was a quiet r slow paced 
affair according to moil observers 




The Dishy prospect that greeted vnrton ro the Coiiiumtc 
Electronics Show it Olym pi* Sadly, tf*e home computer mduitfy 
took a r eiooHeck on the pi oceedinos 



Amongst the names 
included in the show guide 
were MirmrsoK who brought 
Bfggtes along to the Press Day 
andoemo'd early versions of 
Bigg/es< D^njm/re £tew // and 
Reflex, and Reinbtrd who 
used the show to announce 
tie- ins With both Level 9 and 
Magnetic Scrolls {a company 
specialising in adventures 
written for 68000 based 
machines) Beyond was me 
only other wing of British 
Telecom present — Firebird 
stayed at home on the nest for 
I he duration of ihe show 
Mastertronk, Mikro-Gen 
Ourell Cheetah Marketing, 
and Bubble Bus also took 
exhibition space — expect a 
budget version of Space 
tnvaders for the Amstrad on 
the MmiBus label soon, as well 
a a full price conversion of 
Steve Crow 1 s ga me St&rquake 

Very link? in the way Of new 
home computer product was 



in evidence: Amstrad stayed 
away even though their range 
of Consumer Electronics 
equipment is much wider than 
home computer* Sir Clive 
Sinclair was spotted in a show 
bar on one occasion was it 
Telecommunications that 
h roL iq ht h im to 1 he show? The 
most popular area of activity 
ww Satellite Television — half 
a dozen companies were 
pointing giant dishes into the 
ether, plucking out foreign TV 
broadcasts for the amusement 
of visitors to the show On* 
lady spent most of her time 
chucking the contents of 
ashtrays and cat litter boxes 
onto a square of carpet and 
vacuuming the mess back up. 
while row upon row of slick 
phones looked on from 
Iheir niches on other stands. It 
looks I ike the Personal 
Computer Wor id Show in 
September is still going to be 
the Big One 



DOOMDARK'S REVENGE ON 

ITS WAY! 



MICBONET PLAYS IT SAFE 

Warning; some modems can seriously damage your health I 

Mkronet BOO hat issued a statement outlining eta future 
policy wrth regard to advertising modems on its database. In 
future the company rt to adopt a policy of advertising modems 
which carry BABT/&T approval only. 

Advertisements for modems which do not carry approval will 
be rejected until certificates have been made available for 
darrficefion 

Micronet has decided to lake this step because of the 
Contusion which currently surrounds modems wb«ch are not 
approved. They are being sold to customers who ere unaware 
they nth prosecution or face possible injury from such 
equipment. The company hopes its lead will be folkrwed by 



A NEW GENERATION OF VIRGINS 



its to New Generation's beck 
! new games due to be released in 



Virgin Games has acquired af I 
catalogue as well as rights to si 
comrng rnonths. 

Commented Nick Alexander, managing director of Virgin Games. 
1 have been a fan of New Generation software since my First days in 
The business When I saw their ZX&T programs at M re r of airs VVe have 
both come a long way since then and I look forward to further 
progress/ 
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IftfSLOKED LEVEL 9 

Hows this for a beginning to 
an adventure game? 

'Rummaging in the attic, you 
discover a wrinkled balloon 
with tiny whrte writing, too 
small to make out tningued. 
> you blow and the balloon 

bursls. 

As the echoes fade, you re- 
open your eyes and look in 
asiorHshrrwmt upon a bleak 
landscape of mist and swamp 
Writing glimmers in the 
darkness: Welcome Id the 
House of the Red Moon 

Fans will probably recognise 
the style and imagination of 
the classic adventure writers. 
Level 9+ and thus begins their 
sequel to the hugely popular 
RedAtocm, ThefirKeofMegt*. 

Like its predecessor, the 
game involve* spoil* and 



t 




combat routines, though there 
are more spells than before 
and there is a bigger 
vocabulary. Also, for ihe f irsi 
t ime there are ful ly 
independent creatures. 

The aim is to achieve status 
in the hierarchy by becoming 
master sorceror , while 
avoiding the consequence*. 
, As Levels hint darkly, 'You 
become a better mag id an as 
your sanity declines It is the 
real price of magic. 1 

The game is the first from 
I Level 9 to use the controversial 
Lenslok security device, which 
caused Such initial problems 
when it was implemented on 
Firebirds Etite, The company 
is nol discouraged, however. A 
spokesmen says: 'We believe 
it is the security currently 
available, and all the retailers 
we've spoken to welcome it. 
We've implemented it very 
Carefully, and if we're happy 
with the results, we'll use <1 
again ' 

The game will be available 
for the Amstrad shortly. And 
the price of The Price of Meg^ 
Your sanity, and £9.95 



Beyond has released news of 
the follow up to ihe award 
Winning Lotus ofMrdrughf 
fr\ui\edDoofndark s Revenge 
it was developed by Mtdntghr 
author, Mice Singleton, who 
has enhanced his unique 
landscaping techniques that 
were first seen in the Mtdntght 
game , The new prog; 1 1 r ■ 
consists of over 6,000 
locations and some 48.000 
views 

Daomdarfe's Revenge is en 
adventured war game set in a 
fantasy medieval 
wo rid Although the game is an 
adventure wl-uch responds to 
the player's action in the form 
of text set on a new landscape 
scene, no texi input 
required Instead ail possible 
moves can be made by 
praising one key only. 

To successfully complete 
your adventure you must 
mani pu Fate whole a r m ies and 
explore to the full the vast land 
a f M idn i g ht You can 1 ravel in 
eight dire<riions at any one 
time and you can ask for more 
information about *n object, 
an event or individual 

Enjoyment of Doomdark's 
Revenge & not restricted to the 
computer as enclosed with the 
b is an audio cassette Set 
to music, the cassette is an 
waling dramatisation of the 
events leading up to the 
beginning of the game and 
makes an excellent 
introduction 

The Amstrad version should 
be on sale next month and will 
cost f 9 95 



SOFTWARE 
BREEDING FOR THE 
AMX MOUSE 

More and more people in the 
Amstrad micro market ■ 
developing a liking for mice, 
particularly the AMX version 1 

Software houses are ensuring 
their programs are compatible 
with the AMX Mouse and in 
recent months Mmi Qfttce 2 
from Database Software end the 
Mouse Graphics program from 
Electric Studio have been 
written with the Mouse in mind, 

Nick Pearson, managing 
director of manufacturers 
Advanced Memory Systems of 
Warrington, says the AMX 
Mouse has been a runaway 
success and people will always 
back a winner, 'mat's why more 
and more people are producing 
software for our mouse, serving 
to complement our own range. I 
also know of at least four other 
companies busy developing 
mouse software/ he adds. 

The AMX Mouse software 
includes AMX Art, AMX Utilities, 
AMX Pagemaker. and AMX 3D 
Zicon with more planned. 
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Welcome once again to the regular column for user 
clubs and bulletin board users. As you should know by 
now the aim of the page is to allow the 
aforementioned to have printed space to write about 
themselves, notify members end future members of 
coming special events, offer advice and help to newly 
formed or planned organisations, and generally have 
the opportunity to sound off about anything and 
everything, AMT1X! wants to hear from user c tubs the 
length and breadth of Britain and indeed we would 
welcome correspondence from organisations abroad 
Write and tell us how, why and when you set up the 
club, rts aims, when and where it meets, how many 
members you have, any special events you have 
planned for the coming year, If you publish a 
newsletter, and if so how frequently it appears. Got 
the idea? Good, then get writing straight away. 



By Malcolm Harding 




This month we if live I south to 
spotlight a user club in Seaton. 
Devon. The club was the brain- 
child of Christopher Bryant who 
started the dub both to give 
other Amstrad owners in the 
area the chance to share ideas 
and also to help Christopher 
relieve the boredom of being 
u nem p loyed . 

At present the dub boasts 
about 25 members and it is mi 
erecting to see the newsletters 
put out by the dub do not con- 
tain any games reviews because 
members do nor want them! It's 
also interesting to note that 
many member* are interested in 
Advent u re game* * 

Chris lelts me his dub started 
back m June, 1984 and after two 
thel issues of a newt-sheet he 
decided to go all Out for a user 
dub. At the moment his mam 
aim is to produce a newsletter 
every six weeks *hich is called 
the Amalrad Computing News- 
letter. Ai present members are 
Charged 75p per newsletter or 
£1.75p for three issues, Chris's 



aim being to cover publishing 
costs and not make any profit. 
He hopes to issue nine news- 
letters this year with the year"* 
subscription for members being 
about fS.ZSp. One of the latest 



WARNING FROM CHRIS 



Chris also told me of an app- 
arent rip off concerning a dub 
called Amsbit who idverti&ed in 
d weekly computer maga/me 
last year The address in the 
advertisement was Essential 
Consultants Limited, Second 
Floor. 5 Russell Street. Glou- 
cester GL 1 1 NE He sent a che- 
nfor £1495 to the dub and 
waited and waited and 
waited. After six weeks his 
cheque had been cashed but he 



of the club has been 
to negotiate a 20 per cent dis 
count den I with CM Software ol 
WigAn in Lancashire, providing 
members buy three or more 
gomes at a lime. 



had received nothing from the 
club so he decided to ring and 
make a few enquiries. The voice 
at ihe end of the telephone said 

Essential Consultants Limited 
and he asked if it was possible to 
speak to someone connected 
with Amtbit The tody said there 
was no-one there connected 
with such a company and rang 
off but a couple of days later he 
received a newsletter, 

Since then he had heard 
nothing etee about rhu club and 
he was unhappy to put it mildly 

I wonder if any other AMTIX 1 






readers have come across this 
club and if so have they bed any 
more success then me?" asked 
Chris His Strong advice to 
anyone thinking of sending off 
for membership to Amtbft wtt 
'don't - . He also suggested never 
sending off money to any orge- 
niMhon unlets you make enq 
uirtes first. 

Anyone Jiving in the Seatgn 
area of Devon who wants to pin 
Chris's Club can contact htm at 
his home address or by ringing 
0297 20456 



COMPUTER CLUBS 
ASSOCIATION DENIED 
ACCESS 



The organisers of a recent Sun- 
derland computer show incur- 
red the wrath of both the Asso- 
ciation of Computer Clubs and 
local computer clubs last month, 
after refusing to allow them to 
have free stands at the event. 

In a letter to me, Simon Porritl 
of the Amstred User Software 
Database Club in Newcastle- 
upon-Tyne, se*d exhibition 
organisers need to do mote to 
encourage the public's atten- 
dance at shows. Local and nat- 
ional clubs do a lot to foster 
appreciation of computers and 
the useful tasks they can per- 
form, and show organisers 
should take heed of the role 
clubs play m getting people 
involved in computing and 
along to exhibitions- 
He said the problem had 
highlighted when the organ 

of the North East Micro Com- 
puter Exhibition at Sunderland 
sakf they wire unable to spon- 
sor a free stand for the ACC and 
local affiliates, AUSO, Computer 
Tqwn North East, and the North 
East Amstrad User Group, all of 
which are voluntary organisa- 
tions Apparently the organisers 
look the atlitude that it was a 
commercial event and as such 
they intended selling all the 
stands to commeicial organisa- 
tions. They suggested the clubs 
seek a sponsor 

'Perhaps the organisers are 
so busy trying to make money 
they have lost sight of whet 
shows are all about or perhaps 
Amsoft ts not doing so well 
I hope the ACC and the local 
clubs have more luck next time/* 
Simon commented. 



IHE OTHEH SHE OF THE 

AMSCLUB SAGA 

My recent comments and advice 
regarding the Lanarkshire- 
based AMSCLUB has prompted 
a couple of fetters in support of 
the organisation, one of them 
from the termer qwner, David [I 
Baxter, who. as reported in last H 
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month's issue, has been taken 
over by the Oxfordshire based 
Advantage Computer User 
Group The other letter comes 
from Stfrve Brakenshite of 
South Humberside. Both are 
printed in lull, the first from Mr 
Baxter 

■ft'S fu n try how they Shoot you 
down, when you r ha nd s a r e held 
up high ' r i he Alarm 

In reply to your cutting attack 
on Amsclub in your last issue, I 
must have the chance to repfy, 
Amsclub was started way beck 
in November 1984 and Mr Cou- 
tanche is the first person t j 
formally complai 
zine, 
indeed 
application 
November 
did have to 
up his appl 
wrote to met 
didn't n 
items within 
send a fiM 
magazines 

He even en eta 
the letter (forwP 
As soon as I n 
sent his rner 
type magaiif 

sotWar e/hardwJ^PHfSlogue ) 
to him by return oTpost Several 
weeks passed and I heard noth- 
ing from him therefore I thought 
everything was firm at his end. 
Then one of his super duper 
nasty' letters made an appear- 
ance on the letters page of 
Popular Computing Weekly, I 
replied to his letter and PCW 
were kind enough to print it. I 
said ihat if Mr Coutanche got in 
touch with me I would give nim a 
full refund. Well months passed 
and Mr Coutanche has St ill not 
got in touch with me and I am 
Beginning to think that someone 
has go! it m for me. 
As m as I know Mr Coutanche 
has written to six computer 
magazines with the same letter, 
most of which have managed to 
contact me and have later 
decided not to print his letter, 
You said m your small slander 
piece that you had tried to con- 
tact me at my home and I did not 
have the courtesy to get in touch 
with you, I do recollect my father 
passing on a message to me (in 
a somewhat cryptic way, not 
being a computer person he 
dkJn t have a clue who AMTIX 1 
was) but as no telephone num 
bar was given me, only 'Mal- 
colm Harding from a magazine 
rang I could not get in touch 
with you, At the time nobody 
even knew you had become the 
AMTIX r editor so your name did 
not ring a bell 

Mr Coutanche said he didn't 
receive a membership pack — 
just a magazine and a tape, also 
no introduction That was his 
membership pack, and as for 'no 
explanation', I did explain the 
situation and also apologised 
for any inconvenience caused. I 
hope this letter manages to 
clean up Am se tub's image a bit 
after your attack By the time you 
read this Arnsctub will have 
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been surrendered to the Advent- 
age User Group, thus the lyric at 
the start of the letter, Amsclub 
members win now become 
Advantage members for one 
year and recede 1? issues of 
their newsletter, etc. All Ams- 
club members will hear from 
Advantage in the coming weeks. 

Thanks for your attention and I 
hope no grudge is held agamst 
me. I can assure you I " 
grudges, gfr«pd 
name is " 

Y 



STRONG WORDS 

fh&\ otlW let\e r 'f rom Stew 
Brgkertohirife, reads as fo\\aigf_ 
am writing to you^a^^^lp 
iiion fnHf||riirrfi 



you appear to 
ined the club com- 
pry on the basis of one com 
plaiint and two misplaced tele- 
phone calls, 

Like your Mr Coutanche, I also 
sent off my cheque to Dave 
Baxter at Amsclub I received the 
cassette and magazine and also 
could not get the cassette to 
load. This, I feel, was in all 
probability due to the fact I have 
a 6128 which does not have a 
dedicated cassette. However, 
unlike Mr C I did not start shout- 
ing to the magazines that it was 
a rip off Instead I followed what I 
would call the sensible proced- 
ure 1 contacted Mr Baxter who, 
upon bearing of my problem, 
sen I me the information on a 
disk which I had no problem 
loading and duly returned it to 
him. 

Since then I have kept up 
regular correspondence with 
him and he has been very help^ 
fui, supplying me with various 
bits of information about the 
machine and generally assisting 
me to enjoy the use of the 
machine It may interest you to 
know that yours was not the 
only magazine Mr C wrote to but 
yours was the only one that I 
know of which told people lo 
steer efftar of this organisation' 
without allowing fair right of 
reply. In this country you are 
innocent until pfoven guilty and 
just because, lo use an analogy, 
the charges are not read to you, 
does not mean you should be 
convicted- If every time some- 
body made a mistake they were 
condemned for it your magazine 
would have gone out ofbusi- 
neaa a long lime ago, Just 
because everything you print is 
not correct doesn't mean people 
should steer clear of your 
magazine. 

(Setting back to Mr C he should 
realise that being a member of a 
user club means joining <n r and 
not expecting everything to be 
done for you You suggest that 



instead of joining Amsclub you 
bin a local user club instead, 
That is easier said than done as 
the only group Focal to me that I 
am aware of is only interested in 
cassette- based machines. ' 
not see any point in joii 
have a disk- 
Perhaps iTinail 
addrMM 

TFnot\woffcindon \ 
ne-9 to ^rvhifch ybur 
wfts all \yot 
\. How**v 
bu\ ryiriy 
of th 
>emory 
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■BrTl 

we are 

ure to copy onto 



■PPCTprogram sale but obv- 
Wusty VOu have forgotten that 
the cost of the cassette ann 
duplicating of the cassette 
should be deducted also I won- 
der how much it costs to put 
disks in fancy large cases when 
they come in very good plasty 
boxes which will fit into library 



ilritl; 



boxes. Also if there is not a lot of 
profit m disks why was t able to 
purchase a copy of Ta/iA Com 
msndsr at the Am sir ad Show for 
ontuJAttr will you suggest 11 was 

I flk loss so the d» 

JI^Lio carry it back wilti 

manufacturers 

loof^^^^wrad disk senousty 

-a what the paying 

^nfi^Lnstoad of accus- 

>g J^^^Hpost pari our 
^kubject of re 
• mku id cause an 
'ice of the 
fm^re done t 
your rl 
they man- 
Include # green 
'view* with every re 
Ihd their magazine costs the 
same as yours 

Steve Brokensh ire, Broug h 
ton, B^gg, South Humberside 

An interesting letter Slew. 
Don't evet fall foul of the law of 
the land because, fin reality, they 
treat you «* guilty until proved 
innocent If there is a User Ckib 
in South Humberside I hope 
they will write to you co the 
AMTIX' address 




ACCESSORY SHOP 
IN MANCHESTER 



News has reached me of a new 
computer and audio accessories 
shop in Manchester It is located 
at 2 Sto veil Avenue, Longsight 
Manchester and there is special 
discount for user club members 



who produce their membership 
cards before making a purchase, 
Pop an, if you live in ' 
Manchester area, and tell Steve 
that Makzof m sent you I 



NO CONNECTIONS 
WITH AMSCLUB 



The people behind the National 
Independent Amsirad User 
Club, which is baaed at Weald 
stone. Harrow Middlesex. H&m 
asked me to point out they have 
no connection wWi Armclub 
Editor, Derek Vernon tells me 



the new club hat grown from me 
North London Amstrad User 
Club ! which also still entsts) and 
the former has already arranged 
software and hardware dears 
wrth major comp*n ies 



PEN PAL LISTINGS 



I have had a few requests from 
readers to start a pen pa Hist m 
the magazine. They fees it would 
be beneficial to correspond with 
other Amsters. That's fine by 
me Anybody want to send in 



details? The address, as for all 
other User Club Page COrrespon 
dance, is Malcolm Harding, 
AMTIX' User Club Page. POB*i* 
10 r Ludlow, Shropshire SV@ 
tDB 







HOW WONDERFUL TO BE SO PROFOUND 




fter a shod break last month, the software has 
Started corning in again (literally — Gary 
Mays has just entered the room with a hand 
ful of goodies? However, this doesn't stop us 
from widening our horizons and so Michael 
J am pel. the only strategist to actuality drive a 
1 /30Olh scale vehicle, reports hack from a 
waruammy convention in London and shows 
that such events can be relevant to computer 
users as well If you like what you fie*, let ma 
know and it may be possible to cover more 
such events. 

I wonder (he says, changing the subject 
with all the subielty of a steamroller going 
downhill) how long it will be before the recent 
troubles over the Libya n s reau Its in a game . And how ace u rat e 1 1 wil I 
be. When I studied history, I was told that so many years had to pass 
before a subject could realty be Considered history and not current 
affai rs There a re all ki nds of re aso n$ forth is but most of them can be 
can be explained by a government's desire to keep details of such 
matters under wraps for quite some time (normally around thirty 
years). After that time, facts tend to come to light which put a 






situation in a new perspective 

Consider the question marks that still hang over the Vietnam war 
Respite all that has been written on the subject Although Vietnam 
has been referred to as the first televised war, there are still 
unanswered questions pertaining to how certain operations were 
carried out, why the conflict was resolved in thai particular way 
{some say it was a wa r lost by po U h c i a ns rather t han soldi era I and of 
Course the whole point of America's involvement has never been 
clearly realised. How accurate can simulations of recent conflicts 
ever be? As nobody can answer that point with any degree of con- 
viction. Surely the best modern simulations simply offer en alterna- 
tive by open ing up opt ions thta were not ava I la ble du r i ng t he conflict 
itself. 

For instance, what if a FalkFands wargame allowed the corn 
manderm to use high level bombing raids against the Argentinian 
mainland or commanders in the Libyan attack had used aircraft from 
the sixth fleet? Both would have changed the outcome of the affair to 
a certai n d eg r ee. By all o wi n g sue h o pt ions to t he play e rs of a 
Simulation, Ihc question mark is placed in the player's mind about 
the wisdom of the decisions made in the real conflict Consequently, 
strategy games become more of a glorified mind game. And that 
can't be bad. Can it? 



. ;:sgmtmjuut»i»n»i mi i iiii I tif nniiii iiHMHiiti rittrnti iittrntmiwiiwits 1 1 itiM^iHiimmmmmrareai^^ 




ftfl ichaeUampel visits SALUTE 86 and finds everything 
painted red. 



On Saturday 12 April, the South 
London Warlords held Salute 
86, a wargames convention in 
Kensington Town Hall. The 
attendance was good for this 
kind of show at around three 
thousand But what has this got 
to do with the Amstrad? As I 
have tried lo demonstrate m 
previous articles, there is a 
significant overlap between 
computing and wargammg 
Indeed, for the first time this 
year, there was a prize for the 
best computer enhanced war 
game at the show, of which 
more Eater. 

Mentioning the prizes leads 
me on to one of the main differ- 
ences between Computer 
shows (wherever they may be) 
and wargame conventions — 
The stands. The stands at a com- 
puter show are mostly manned 
by people try ing to make 
money There may be one or 
two clubs, but even they are 
often sell ing softwa re or attemp- 
ting to attract new I pay ing) 
members. At a wargames day, 
there are some trade stands 
land those present at Salute 
were certainly doing good 
money) but about half the actual 
space is taken up by wargames 

these fall into two main types, 



demonstration and participa- 
tion. The flayners Lane Club, for 
example, had an excellent 
demonstration of the Battle el 
Fomenoy in 1745. Members of 
the public could watch the 
events of the battle being played 
out before them The model 
soldiers (about an inch high) 
were beautifully painted and 
Charles Grant was gvivng a run- 
mng commentary on the char- 
acters of the French and British 
troops as wel I as all othe r 



aspects of the fight Mr Grant is 
very well read and always inter- 
esting to listen to: throughout 
the day, his stand was s I 
rounded by people of all ages. 

Another interesting demo was 
of an attack on an American heli- 
copter base in Vietnam The 
Vietnamese had tunnelled 
under the perimeter wire and 
were causing havoc A nice 
touch was that all the partici 
pants in the game (organised by 
the Wet Wiefcham Wa rga mes 
ClubJ were dressed as American 
conscripts in full camouflage 
Outfit. 

There are various scales or 




sizes of miniatures used in 
conventional war gam ing Font- 
enoy used the familiar 1 776lh 
sdale 1 1 ike the Airfix range) but to 
create a really massive Battle, V 
300th scale models are needed. 
The Empire Club had just such a 
game run n mo Their table was 
Six feet wide By fifteen long end 
each side in this Napoleonic 
game had five or six players 
Thts helped to simulate a chain 
of command and the confusion 
inherent to any large battle It 
was an impressive sight 

The second type of game is 
one in which the public are in- 
vited to play. One game was a 
simple representation of the 
famous Dambusters bombing 
attack on German dams during 
WWII. Ageiri, the organisers 
were dressed in authentic outfits 
to add atmosphere. The other 
two participation games 1 want 
to mention were computer 
moderated. In other words, 
instead of using a rule book and 
tables of results, the data (such 
as the distance between target 
and hrer) was entered into a 
computer Models were it HI 
used to help picture what was 
go i ng on and in both cases f base 
games were very interesting to 
look at. This type of game 
should not be contused with the 
totally computer based games 
such as ThMfm £utope 
reviewed here a couple of 
months ago 

One »me was run by the 
show's hosts, the South London 
Warlords One of (hi 
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members, Robin Hunt, has 
written, a combat calculator 
(unfortunately only available for 
the BBC and Spectrum \ fur ihe 
Spanish civil war of 1936 The 
buildings and Other models 
were very impressive and the 
public seemed to gel very in 
volved with the fight between 
the Nationalists and the Rapub 



licans Mr Hunt is certainly one 
of the leaders in com pu ter assis- 
ted wargsming. This stand des- 
erved to win the shield for best 
computer enhanced game 
However, the fudges probably 
wished to appear unbiassed and 
the eventual winners were the 
Tactical Group who also put on a 
good display with a night attack 



on Fylingdales Early Warning 
Radar m North Yorkshire. All the 
terrain and nodels were painted 
in various shades of red as they 
would appear through an infra- 
rod night sight The game was 
nm nine times during the show 
with four or five members of the 
public controlling the Soviets 
■nd ch<h British being moved by 
the umpires The defenders (the 
RAF regiment} won five times to 
fuur 

The rules of the game allowed 
a map of the table to be display- 
ed or a graph showing each 
side's losses, on the scren of a 
sharp micro, AH information 
concerning gun strengths, 
armour t h tck nesses etc was con- 
uined inside the BASIC pro 

frem These rules are part of 
act real Group's Project Un 
ersal' which aims to create a 
const stent set of rules for any 
home micro The group is quite 
heavily involved m conputer 
aspect of war yarning and more 
details about their activities can 
be obtained from Sean Master 
■on at AMTIX1 

There were many more con- 
ventional stands at Salute deal 
ing with the traditional side of 
the hobby Saulte B7 will be held 
in the same piece again in early 
April I hope thai it will continue 
to provide an interesting day out 
for any military enthusiast. 
Whatever happens hi future 
conventions, me presence of 
computers is likely to have an 
even greater influence. 
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KAISER 



Ariolasoft, £7.95 eass, 
joystick only 

Ka*$Gf invotves from one to nine 
players competing against fate 
or each other to became Ernpe 
for of 18th century Germany 

Each player begins life as a 
Regent equipped with assets 
and an estate, which must grow 
and prosper in order to bring 
success The ultimate goal is to 
build five towns (consisting of 
frve markets and three grain 
mitlsl, possess at least 25000 
hectares of land and have cash 
assets of 100000 Tatars. lastly, a 

elece and cathedral must be 
ies but gen 
der are required as this becomes 
relevant to the player's title. 

The game takes place in a 
series of phases which combine 
10 make a yearly turn During the 
turn, all options and responses 
are made via the joystick 

During the first phase r a har- 
vest report arrives and must be 
dealt with If the crop has been 
poor then extra supplies of grain 
need to be purchased unless 
you want the population to C 
the harvest has been a bumper 
one, surplus gram may be sold 
off at a profit. The option to buy 
or sell land is also there for 
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consideration Selling land can 
bring extra income {if sale prices 
are judged well). Buying land is 
also necessary in order to build a 
pal dee and cathedral — both of 
which are required as status 
symbols during the game. 

The next stage of the game is 
simply a status screen allowing 
you to study data on birth rate, 
death rate, revenue from mar 
kets and grain milts, army costs 
and how many people emigrat- 
ed over the past year Ins purely 
informative and the game con 
tmues on the next screen. 

This it where the tax and duty 
rates ate set. Displayed are all 
the current levels of duty and 
income from each area I such as 
VATt over the previous year. 
These may be changed by use of 
the joystick as on all the other 
screens. Also, the level of justice 
can be altered to increase In 
come but this can have adverse 
effects such as emigrations by 
Victi ms of the state " 

Play then proceeds to another 
information display, A map of 
your estate is drawn each year 
showing how many markets 
exisi, how many mills are pro- 
ducing com, how far building of 
the palace and cathedral have 

Spgressed and size of the army, 
le map may be scrolled, rather 
crudely across the screen The 
diagrammatic information dis- 
played on the map is clear and 
useful but rather unambitious 
visually Again, after study the 



MM stage of the game may be 
accessed. 

With this year's revenue dis- 
played at the top of the screen* 
there is now the option to decide 
how to spend it New mills and 
markets are the cheapest form 
of expenditure as they bring in 
an income from the newt I 
onwards, On the other hand a 
start could be made building the 
paiace (the instructions suggest 
the palace is built before the 
cathedral). 

Money could even be spent on 
the military. If a solo game is 
being played, this area is appa- 
rently inaccessible, so you can't 
fight a war with the computer 
However, rf a game does have 
more than one player, then ar- 
mies can be bought (with the 
Option of readily trained but 
expensive mercenaries avail- 
able), sent out on manoeuvres 
and of course, sent to war with 
another nation No matter how 
many players are involved, en 
army always has to be main- 
tained at some level and cons- 
equently , rs always a financial 
burden. 

Once an army goes to war, a 
whole new game appear** 
Again it is totally joystick orie- 
nted and through a series of 
prompts, forces may be dep- 
loyed or put into action — 
whatever you require. Through- 
out a battle and at the end of the 
war, details of losses are made 
available. Fighting wars is def- 




initely a costly business in terms 
of manpower bui ii will rjra 
ally increase the amount of land 
owned if successful 

After mi tilery matters have 
been resolved, the game returns 
to the first phase one year on 
However, if the turn has been a 
particularly good one, a new 
rank in the aristocracy will be 
given to you with the trapping of 
extra land that comes with it On 
a more aomlne note- the com- 
puter may deckle you have 
gracefully passed away due to 
old me 

This is the singular major 
random factor in the game, 
Automat icalty set at the start of 
the game, it is the same for all 
players bui there is no way of 
knowing when it will occur The 
only thing that can aid you to a 
long life is the speed at which 
each turn is dealt with The 
game contain* a monitoring 
system which calculates how 
quickly different matters are 
dealt with and then determines 
your health 

The game rs more like a com 
puier version of Diplomacy in 
miniature than a simulation but 
there is a great deal of strategy 
involved, n could prove to Be 
frustrating however More than 
once I thought my progress was 
good— only to be stopped in my 
tracks by the grim reaper him- 
self Bui maybe I was |Uft 
unlucky 

The war game is rather simple 
in terms or complexity but adds 
satisfying depth to an already 
subtlely demanding game. One 
good feature is the ability to 
access a status screen to exam- 
ine how good your performance 
is My only real gripe lies in the 
inability to fight wars against the 
computer. Definitely the k.nd Of 
game diet gets better with more 
players. 

I should add thai thts games 
seems to grow on you. I've rated 
rt slvghtly higher than when I 
saw the Commodore version 
simply because it seemed much 
more enjoyable this time 
around 

Finally, a word of warning 
After considerable trouble gett- 
ing it to load on anything other 
than a CPC464 and with no ad- 
vice on the matter from Ariola- 
soft, a question mark hangs over 
compatabtiity with 
models. You have been told 

Presentation 68% 
Graphics 50% 
Complexity 40% 
Authenticity*^ 

Payability 69% 
Value for money 72% 
Overall 70% 
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Lothtorien, £9.95 cats 



Another long wait has paid off 
After months Of hoping wailing, 
retorting to over -eating (okay, 
you get the point) . . It's hart. 
Lot Nor i en has ventured into the 
Amstrad marker So, without 
further ado . 

Tht$ must be the most popular 
period enjoyed by the traditional 
wargamer (with the passible 
exception of Ancient) and so it 
was a pleasure to find a new 
Napoleonic. game released — on 
the classic battle itself 

Lothlorien's series of war- 
games got off to something of a 
dodgy start but F/w 8utg& was a 
classic on the Spectrum and my 
respect for them has been far 
higher since, Wtierfoo come* 
beautifully packaged in a large 
format cassette holder with 
excellent artwork and a slim but 
excellent manual — which many 
conventional wargames 

companies would do well to 
imitate. 

The game deals with this 
famous battle on a siratepic 
level the player commanding 
divisions Ordering each of the 
onus is achieved via a menu 
occupying the tower portion of 
the screen whilst the cursor is 
positioned above the required 
unit A corps may be comman- 
ded by givmg direct orders to 
the command d i Vision and sev- 
eral units will then follow tftosG 
orders Alternatively , divisions 
may be given specific missions 
of their own to carry out. This 
has been excellently imple- 
mented leading to the potential 
for many varied strategies, 

The map across which the 
various units may move is 
several times the size of the 
screen itself The graphics are 
simple but effective and the 
screen 'window' moves accord- 
ing fy when the cursor is nearing 
the edge The choice of colours 
makes monochrome play just as 
satisfactory. 

Logical factors such as the 
effects of terrain on troop and 
cavalry units is considered and 
such features also affect the out- 
come of combat. Loihlorien 
have thoughtfully included 
tables to help the player calcu- 
late advantages and disadvant- 
ages resulting from the pursuit 
of different options as they 
present themselves Retreating 
units also have their fighting 
ability altered whilst any units 
that rout are immediately 
removed from the playing area. 

An interesting feature of the 
game is the the way the conn- 
outer deals with orders If a unit 
faiis to achieve its objective due 
to resistance, when that resist 
ance has been overcome, rf wfll 
attempt to continue pursuing 




the last orders it was given. 
Another good idee is that the 
various commanders involved 
may suggest alternative strat 
egies to your own throughout 
pfay It is for you to decide 
whether or not to listen to these 
suggestions, 

However, not all is perfection 
with this game. Firstly, the lack 
of a two* player option is a little 
disappointing I can see Loth 
lorien's view that most com- 
puter wa reamers play solitaire 
but it would have been another 
feather in their cap if they had 
put in the option anyway. 

Another factor which caused 
some upset when the game was 
released on the Spectrum was 
the tack of artillery in the game. I! 
had a great part to play in the 
battle and some people guest 
ioned the authenticity of any 
simulation which could have 
such ^n ommision, Loihlorien 
has given the French an extra 
corps to offset this imbalance 
and keep p fay ability to a 
maximum and whilst it may 
sound sacrilegious to some, it 
works Most of the games I've 
played have outcomes that 
mirror the historical events very 
well indeed, Searing these 
considerations in mind, it must 
be for personal taste to deckle 
on the wisdom of this move 

The company has reaiiy done 
little more than a straight con- 



version of its original game but 
given the nature of the beast, 
this is not a particularly bad 
thing. I would have liked to have 
seen the emergence of a more 
detailed scenario, more play 
options and so forth on a disk 
based version but sadly this was 
not to be. However F Future Loih- 
lorien games for the Arnstred 
will have some features not 
found in this one and that must 
be something to look forward to. 

For those people seeking a 
Napoleonic game of quality this 
game should give them more 
tnan enough to stay happy for 
some time. It has its feu its but 



they do not detract significantly 
from the enjoyment Given the 
price and the quality of pack 

3jing as well the only fair con- 
uston is that Lot hitmen has 
made a very good start which 
promises to get even better. 

Presentation 90% 
Graphics 92% 
Complexity 70% 
Authenticity 81% 
Instability 90% 
Value for money 91% 
Overall 92% 
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AMTIX! 



FOR A YEAR'S 



WORTH 



OF GAMES INFO 



AND FUN 



As a subscriber to AMTIX ! 
you qualify for large future 
discounts on selected games, 
AND by using your subscriber 
code number, you also qualify for 
the regular, standing discount on 
software purchased through 
AMTIX! MAIL ORDER! 



AMTIX! 
SUBSCRIPTION 



YES PLEASE! I want to subscribe to 
AMTIX! for one year 



NAME ... 
ADDRESS 



POST CODE 



f enclose a cheque/postal order for 
£15.00 made payable to 
NEWSFIELD LTD, 

AMTIX! SUBSCRIPTIONS, 1-2 King 
Street Ludlow, Shropshire, SYS 1AQ 





WIN AN ADVENTURING 
.eefeBglgai WEEKEND FOR TWO 



Those nice people who live in 
the smokey wastes of Industrial 
England m sunny Dudley, 
namely Gargoyle Game*. h*ve 

been my pleasant to this parti 
cular comps minion in the past, 
Always dragging me out from 
behind piled mail sack* to play 
their latent game and hiding me 
from the wrath of Auntie Aggie 
when mail goes missing 

As the company scapegoat 
1st© is nor all Priding around, 
hmwerand when I saw Heavy 
on the Magjtk it conjured up alt 
sorts of strange myth i cat pic 
lures that brought 4 little colour 
into the otherwise monochrom- 
atic eHtttence of a humble comp 
mmion. 

Sparked with such imagina- 
tion i thought mar it might be 
nice, for once, to have a comp- 
etition which sets your ima^ 
t >on at the fu I J nw cy of m y br 31 n 



which, although the size of a 
planet, has only i he space of a 
ClOMt in which EO manoeuvre. 

You must write story in leaa 
than 300 which wilt fit into the 
masterpiece that I've been writ- 
ing for the last si* months. 
Unfortunately, I "tie has been 
Short and l J vti on fy written the 
beginning and the end but I do 
know what need* to be included 
to make my story a bestseller. 
So, you must include in your 
Story the following items: 

A magician: a gargoyle, a 
bottle or strength elixir, an ogre; 
a troll, a hooded figure; the 
casting of blast and freeze 
spells and spells which invoke 
demons, 

All you then have to do is to fit 
all the items into a coherent 
story which will fit between the 
following bits pt prose 



The tight was fatting as / took my 
first tentative step into the 
unwelcoming mouth of the 
accursed cave, t tit a torch and 
with its spitting luminescence 
he/d in front of me, / drew myself 
forward*.* 

. . . Suddenly, in a hfinding flash 
of fight the wizard disappeared 
whilst his fast words echoed 
around the cave: 'You wift 
always remember me as I wtfl 
remember you, but never forget 
always fof/ow the path that 
keeps fife Heavy on the Magick 



30 RUNNERS UP PRIZES OF DISK OR TAPE! VERSIONS OF 
HEAVY ON THE MAGICK 



Such hard work wiM not go un- 
rewarded and Uncle Greg from 
Gargoyle is offering an all- 
expenses paid adventure week- 
end for two just outside old 
Londmium m a labyrinth of 
caves where you are trained m 
the ways of adventuring in one 
of several drfferent da&SflS. 
including Warrior Meg*, Prtaa! 
or Pathfinder. If London is too far 
for your adventurous feat to 
travel then Gargoyle will try to 
locate you at a simitar venue 
closer to Chateau vous 

If you don't win or you" re too 
much of a scaredy cat to collect 
the first prize then there are 30 
runners- up prises of tape or disk 
copies of Heavy on the Magick 
to add to your treasure trove of 
adventure software. 
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t your thinking caps on anS send 
your completed story post haste to 
MASTERPIECE COMPETITION, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1DB 

' to arrive no later than Tuesday June 24. i 




AMTIX! 

TOP TWENTY FOR JUNE 

Here | ts f The latest Top 20 Chart as voted by you, the readers of 
AMTIX* lht$ month you voted tor fust under tOO games. Thmftgurm 
tn brackets are fast month's gasmen mndrt *s interesting to n&ta that 
this mmifi both &f Vtrgm s Sorcery games ere tn the chert 




1 (1) YIE AR KUNG FU Imagine 

1&,37(M8D Stephen Event! , Th«rn#y, Peterborough 



2 (3) WAY OF THE EXPLODING FIST Melbourne House 

231.000 D ftamdene, East Tilbury. E&aex 



3 (4) SORCERY PLUS Virg i n Ga mes 4 (2) ELITE Fi rebi rd 

1 39,644 Vfviafi Jim, Newport, GwerH 



3,000 credits Benedict Green, Wimbledon, London 






5 IS) BRUCE LEE US Gold 

472.250 Stephen Cushn aha n, South GosforcJ. Newtastta Apon Tyne 



*1 



6 (15) HIGHWAY ENCOUNTER Vortex 

1 48-370 Ch risi ine Sm iih p Goodwick, Dyfed 




7 (6) WHO DARES WINS 2 Alligata 

239,350 Robin Pultoa Thetford, Norfolk 



8 (10) CAULDRON Palace 9 (—) SPY v SPY Be- 

124,550 Gary lay for, ftoystoa Hertford iM™ 



10 r—/RAMBO Ocean 11 (— ) STRANGELOOI 

159,500 Warren Hunter; Westclsffe on Sea, Essex 10\599 Gordon Corera. Tonendge^ North London 






12 (— J SORCERY Virgin Games 13/— J W 

96.664 Rodney Lloyd. Brookside, Telford 



14(16) BARRY McGUIGAN'S BOXING (■ 



15 (7) 3D GRAND PRIX Amsoft 16 (9) DALP 

14,747 P*uf Stead, Huddenfield, West Yorkshire 126.096 Martin GiM. Qrllingh 



17 (12) SPELLBOUND Mastertronic 



18 (—) ALIEN 8 Ultimate 

completed Scan McCallum, Kilbride, Glasgow 



19 (—) KNIGHT LORE Ultimate 

completed A Jones. Market Drayton, Shropshire 



20 (—) SOUL OF A ROBOT Mastertronii 



COmplertsdQasir Fhaz. Burn fey, Lancashire 




P Virgin Games 



I IN JTER SPORTS Electric Dreams 



A< division 




HOW TO VOTE AND OTHER 
MISCELLANEOUS MATTERS 

Thanks once again to all those who voted for the fourth AMTlXf 
Readers Chart In order for The chart to be at representative at 
possible, it is vilsl that as many people as possible vote every month, 
so please keep those entry forms corning in) 

CongratuletfpnB must once again go to Imagine as their game, Ym 
At Kt/ng Fu t is sti II at the top of the chart, end also to Virgin Game* as 
thiir name appears three hmes. 

The latest batch of high scores have been entered but most people 
are still not filling in that pan of the form so there ere gaps, Come Oft, 
ptay the game, till in ell the details so we can give you a cornpfehen- 
sive service. Anyway, congratulations to those of you who have Their 
published and please keep them coming mi 



This month'* three winners {if you can call being pulled from a hat 
winning) are Scott Mt Galium of East Ktlbrttfe, Glasgow; Paul Steed 
of Huddersfield, West Yorkshire ; and Chris Chapman of TeddingtGft* 
Middlesex Each will be receiving the game of their choice Trorn 
Aunty Aggie in du« course- 
Voting ts Simple enough. Just fill in the form {ALL Of IT) end Jist 
your favourite five games in descending order with the best one af 
number one. If vou do not wani to cut up the magazine you can copy 
the form on a postcard I preferably) or the beck of a sealed envelope, 
but once again don't forget to write in all the details that am 



AMT1X! READERS TOP 1WEH1Y CHART 
I VOTING FORM 

■ 

"ttae iwiw w ti^rS *t\ aft ^^svt'Mn ■?■• oi^iw#f 

■ 



I + -I » -1 1 1*1 + 14 rill 



■ * m ■ m u i 



Address 



« * * * ■ 



>■ + •»■•■» + ►■» 



Postcode 



!■*■«»! I 
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The World's Irve htppest games in order of preference are: 
TITLE 

W IB* ■■*-■■■■■■■ ■;■■■■» 



■ bll.J4a.Jf.. 



Y THOMPSON'S SUPERTEST Ocean 

jher xbKtan I 



2 

3 
4 
5 



From one of the five games above select one and give its your 
high score 



1 
I 

■ 
I 

I 



■ 
I 
I 
I 



I 
I 

I 



TITLE 

ACHIEVEMENT 



My machine is a 464/664/6128/8256 (delete as applicable).!! I 
am a winner the game \ would like it: 



i + i * ■ i 



. ■ * i -* i r * 



Send your coupon mi 

AMT1X! TOP TWENTY, PO BOX 10. LUDLOW. 
SHROPSHIRE, SYfl 1D6 
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THINKING 

THINK 



TASWORD €128 

THE WORD PROCESSOR 

TASWORD 6128 for the 
Amstrad CPC 61 28 disc £24.95 

Brilliant value for money. 

AMSTRAD ACTION 
December 1985. 

A powerful and easy to use word 
processor and a supenbdata merge 
program. AMTIX December 1 985. 

TASWORD 6 128 is the word 
processor especially developed to 
utilise the extra memory in the CPC 
6128 

The program uses ALL the additional 
64K of memory m the CPC 61 28 as 
text space. This means that text fifes 
can be around ten thousand words 
long 

TASWORD 6 128 includes a built-in 
data merge program. Mail merge, in 
which a letter is printed any number 
of times, each individually addressed 
to a different person, is just one of 
the applications of this powerful 
facility. 

The notepads area unique feature of 
TASWORD 61 28 Four separate 
notepads are available. Typing 
reminders and stonng letter 
headings are just two possible 
applications for the notepads. 

Up to one thousand characters can 
be stored in ten user definable keys 
allowing commonly used words, 
sen tences, or even paragraphs to be 
typed with a single keypress. 




i 

1 



j 



TASWORD 61 28 has 
comprehensive customisation 
fea tures. These allow many of the 
program facilities to be changed to 
personal requirements. A 
customised program can be saved 
and includes the notepads and user 
definable keys. 

TASWORD 6128 is fully compatible 
with TAS- SPELL and TASPRINT It 
will also read in data from Masterfiie 
6128. It can even be used to enter 
and edit your own Basic programs. 

With all standard and many extra 
word processing facilities 
TASWORD 6128 is the most 
powerful of the TASWORDS. 

TASWORD 4B4 

THE WORD PROCESSOR 



TASWORD 464 casse tte £19.95 

"There is no better justification for 
buying a 464 than this program " 
POPULAR COMPUTING WEEKLY t 
NOVEM B ER 1984 

Your 464 becomes a professional 
standard word processor with 
TASWORD 464. Supplied complete 
with a comprehensive manual and a 
cassette which contains both the 
program and TASWORD 464 
TUTOR. This teaches you word 
processing using TASWORD 464. 
Whether you have serious 
applications or simply want to learn 
about word processing, TASWORD 
464 and the TUTOR make it easy 
and enjoyable, 



TASWORD 464-D 

THE WORD PROCESSOR- 
WITHAAAIL MERGE* 



TASWOR D 4 64-D disc £24.95 

This is the new TASWORD especially 
developed to ublise the capabilities 
of the CPC 464 and 664 disc dnves. 
The additional facilities include a 
larger text fife size and automatic 
on-screen disc directories during 
save and load operations A major 
new feature is the mail merge facility 
This gives multiple prints of your 
standard letters, forms, etc, with 
each copy containing, for example, a 
name and address automatically 
taken from a disc file containing the 
da ta. This da tacanbe en tered using 
TASWORD 464-D, or created using 
the Masterfiie Program Extension 
package. A powerful and useful 
conditional printing facility is 
included- pans ofa document can 
be printed according to user- 
specified cntena. TASWORD 464-D 
will only run on, and is only supplied 
on, disc. 



Available from good s 
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Springfield House, HydeTerrace t L 
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SOFTWAR E?.. 

TASMM 



TASPRINT 464 

THE STYLE WRITER 



TASPRINT 464 cassette £9.90 
disci 



A must for dot- matrix pnnt owners! 
Pnnt your program output and 
listings in a choice of five impressive 
print styles. TASPRINT 464 utilises 
trie graphics capabilities of dot- 
matnx printers to form, witha double 
passofthepnnthead, output in a 
range of five fonts varying from the 
futuristic DA TA-RUN to the hand- 
writing style of PALACE SCRIPT. 
TASPRINT 464 drives thedot-matnx 
pnnters listed below and can be used 
toprint AMSWORD/TASWORD 
464 text files. TASPRINT 464 gives 
your output originality and style. 
Completely compatible with the664 
and 61 28. 

HflMCll - bold t»d **l«f, H*4 f* r "**«■* 
iTUfUSTlC 5CAIK 

•v> and pl«at -*d 

TOFMt - « strihit fcuimrttlit* itrl^t 

a d - UjmUz Jmi 






stockists and direct from: 
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*. Leeds LS2 9LN. Tel: (0532) 438301 





TASCOPY 464 

THE SCREEN COPIER 



Tas-spell 

THE SPELLING CHECKER 



TAS-SPELL disci 16.50 

for theAmstrad CPC 464 and 664 

running TASWORD 464-0 and for 

the CPC 6128 running 

TASWORD 6128 

Spelling mistakes and typing errors 
spoil any document wnether it is a 
private letter or your latest novel. 
With TAS-SPELL you are free to be 
creative in the confident knowledge 
that your spelling won 't let you 
down 

TAS-SPELL checks the spelling of 
TASWORD 464-D and TASWORD 
6128 text fifes. TAS-SPELL has a 
dictiona ry of well over twenty 
thousand words which it compares 
with the words tn your text. If a word 
is not recogniseothen the relevant 
part of your text is displayed with the 
suspect word highligh ted. You can 
correct the word, ignore it (it might 
be a name), or even add it to the 
TAS-SPELL dictionary. 

Please note that TAS-SPELL will only 
work with TASWORD 464-D and 
TASWORD 6128. 



TA SCOPY 464 cassette £9.90 
disc £12.90 

A suite of fast machine code screen 
copy software for the CPC 464 , 664 
ana 6128. Print high resolution 
screen copies in black and white and 
also large 'shaded' copies with 
different dotdenstties for the various 
screen colours. TASCOPY 464 also 
produces 'poster size ' screen copies 
printed onto two or four sheets 
which can be cut and joined to make 
the poster. 

TASPRINT 464 and TASCOPY 464 

drive the following dot- matrix 
printers: 

Mtwt* hum *&x»tm 



WiU.WW 



TASWORD 



TASWORD 464 andAmsword 
owners: send your anginal cassette 
or disc (not the packaging) as proof 
of purchase and £13,90. Your 
original will he returned together 
with TASWORD 464^D or 
TASWORD 61 28 on disc 
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AND PICK 
UP ONE OF 
50 GAMES 
UP FOR 
GRABS IN 
THE AMAZING 

REDHAWK COM 



On a bright and sunny day in 
Ludlow, Ming trapped within 
the gloomiest recesses of 
AMTfX' Towers, forces a young 
competition minion s thoughts 
to turn to fantasy 

I sometimes wish ! eou Id say a 
word that would result m a 
terrific flash, temporarily blind 
in§ the immmense edams (or 
big cheese* to youK send Aunt 
Aggie scuttling back to her 
garret and blow the internal 
workings of the pre-nursery 
reviewer's Brixton Briefcase, 

Life would be so much easier 
si a superhero, I could take off 
and save the world from little 
town posties with bulging mail- 
sacks tied to the back of their 
clanking 1959 Raleigh Speed 
stars I'd be just like REDHAWK 
the superpowered character in 
the great new cartoon adventure 
from Melbourne House 



He wakes up as Kevi n 1 1 ver in 
a hospital with no memory other 
than the word 'KWAHV Kevin's 
no costumed crusader — in fact, 
he's a bit of a wimp until he says 
KWAH' at which point he 
REDHAWK, protector 
of the weak and defender of the 
spirt — a bit like Our own dear 
Male who protects any lone 
drink down at The Ptg and fla// 
8e&nngs with a crazed tenacity. 

When Malcolm says KWAH' 
the transformation is a mazing 
and he can even make it out of 
his bathchair for short periods, 
such is 1 he power of the i n ca ma - 
lion. 

Aunt Jo at Melbourne is so 
convinced of the benefits of 
saying 'KWAH' thai she's going 
to offer 50 copies of REDHAWK 
on cassette to the most lifehke 
drawings of Kevin Oliver; the 
wimpy secret identify of Red- 



hawk. All you have to do is to put 
to a piece of paper, no bigger 
that the size of this page, an arty 
appraisal of what Red hawk 
looks like when he's no longer 
mashing muggers and has put 
on his off duty togs The best 60 
drawn from the warmth and 
security of Malcolm's bathchair 
will receive a copy of the game. 
Send your wimpy sketches to 
SAY KWAR AMT1X! PO BOX 10, 
LUDLOW, SHROPSHIRE SVS 



10B to Arrive by June 24 

If you want to show other 
people thai you know the secret 
of KWAH then there s also MOO 
of the slightly limited edition 
designer SAY KWAH' badges to 
be given away free! We've all 
got them to stomp around 
Ludlpw wtth end terrify the local 
gangsters and if you'd like to 
jom this recnt trend in fashion 
just send a stamped addressed 
envelope to SAY KWAH BADGE 
OFFBt, 60 High Street. 
Hampton Wick. Kingston, 
Surrey KT1 408 bui hurry 'COS 
only trie first 5OO0 will get them 
and you tfoni want to be the 
only one with no KWAH i " 



5000 SAY KWAH' FREEBIE BADGES FOR THE FIRST 5000 

READERS TO WRITE IN 
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When I see some of the lovely 
prizes thai Uncle Malcolm 
arranges with the software 
companies rt malty makes me 
angry ' After ail I do all the hard 
graft, make his tea, clean hie 
shoes, grease his turbo charged 
wheelchair and arrange his 
regular supply of Grecian 2000 
and how does he repay me you 
might ask? Well go on ash it ' 
That 5 better Well our ed is a 
very kind person, if I do ail these 
chores end keep my broom cup- 
board clean now and again he 
a Mows me to walk down the 
stairs to play some of the new 
games Perhaps he is human 
after aH Hi 

Anyway back to the grind- 
stone It has been yen another 
exhausting month sorting 
through millions of envelopes 
bef ore picking the latest batch of 
LUCKV winners, h appears that 
more and mo re of you are trying 
your luck for the mailbags are 
coming in at an ever increasing 
rate. H s a shame but I am too 
busy now to annoy theg^ls in 
mail order I wander if I can arr 
ange to recruit a junior appreni 
ice competition minion? Any 
way here's the moment you 
have all been waiting for, the 
chance to wade through the 

>crs f list from the competit- 
ions m issue five 

THE FAMOUS LACCY 
BAND COMPETITION 

If yoy remember, the tfiea of this 
competition was to design the 
nate elastic band weapon, 
so that we could wipe out those 



Mancunian madmen from 
Design Design. 

There were few rules and 
indeed the only stipulation was 
that the weapon had to be 
powered by an elastic band and 
be capable of firing chewed -up 
piece* of pap** r L i it I e d id we 
imagine just how cunning some 
of you are. After sifting through 
a pile of plans and actually test- 
ing some of the weapons sent in 
it soon became evident some of 

Km should be working for the 
in patty of Defence, The 
weapons were lethal f 

We felt it was on fy fair to 
mention the following in des- 
patches for sending in really 
wicked deyices: Karsten Jensen 
from Denmark for his crossbow; 
Richard Qrrnson for hit multi- 
firing tacey band pistol; F D 
Newman for no less than three 
deadly weapons; and Scott 
Logan for his tubular terror 1 1 

1ne follow? ftp people will 
shortly be receiving copies of 
Design Design 1 5 compilation 
Working Backwa rrfj wh ich can 
be run on all three machines and 
contains such jolly games as 
£to/* Sfar\ Tank Busters. On rfte 
Fun and «*#j of tfi* ThwQs. 



Jo)wiWanl l LmL£l7JJ AkJiird 

If ii i f i u i l rrrTTfTT in tmitI 
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lMdt r Hwrti SOS SQfl. DwM Sw«« 

Steward Won* Btl *« . 0*1^1 ttird 
L*c* LEI JJJ, Him Shi Suit** KTJ IDO 
MrQCtfwW> H*rti WMfED. Hfefwd 
■uM Htfitf*ht*CUi4 lOT C»*t*ifc-n 
W#tti, Trntwl WwNE3t ICQ- MS* I 
Hunt. Mft MiiMd* 0¥3 0*4 Ntart 
Whrtl, Cflrt, EM, CWiOiffc. OwyiwM 
MMnWiPH. S Snort. SuffcHi CBSODPI, 

ifT>*d , London £2 MN ; Tr K#t 
DmmHv, LflfloWt E.1 ; nmn-S&Mo,, itmvlMs 
SKM 4TT, MtetolH Wt*mm lUrt* AG 1 J 
fTA r M f Ptownw> Hvrt> M U OJG. 
JtrfVr Stulfc** Cik* 0L5J JO* Mri,^ 

TWt 4HJ, Cahn Broad 
OlITNV.Mrff^ Wilwn. 
CM *TG . J CiirtWMrHg 

W JUJ; Mftttaw Huntrngror. 
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r*jn*r>pfp*TS7 0WX SlvfhTMci 
t j i kiJwu ta ITU TJH; ion Ftoten*i 
NUdlnuTWllSLY ChrMupn 
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THE ACM REVENGE 
COMPETITION 

One thing is certain. You realty 
do have vivid imaginations 
When I ashed you to think of 
ways in which I could gel my 
own back on our now departed 
former editor you came up with 
toads of Ideas. In fact some of 
them were so good I'm sure he 
got wind of them and decided to 
move south but quickly 
As you will recall Big J 
decided my fridge looked cold 
and decided to put it in my bed 
to keep it warm. In doing so, of 
course, he just happened to tear 
my sheets into shreds. Well 
imaginations did run riot and the 
following people will be 
receiving an Obsidian 
sweatshirt courtesy of Artie, 
just as soon as they advise our 
glorious leader, El Mo lea of the 
sue of their ches*! Some ideas 
were so TERRIBLE it was 
decided to hide them away until 



i future date 

Thy ones which were print- 
able included such jolly ideas 
as: get! iog him drunk as a skunk r 
dressing him up in wn men's 
clothing and then dumping him 
somewhere very public, sticking 
itching powder in his bt 
buying a scrap car which looks 
like his and then crush m 
forcing him to drive a Sinclair 
C5; putting sand in hit 
vaseline! ?T r a fiendishly 
trapping hrs abode whereby he 
electrocute* and cremates 
himself ; putting custard in Ms 
coat pockets: booking a drag 
artist dressed as a kissogram gtri 
to get VERY friendly with him; 
era fitting an extra strong spring 
to the eject button of his i 1 28, 

Anyway the tucky winners are 
astertows. 

I Htrrison, iofwkwi 5423 J r j , in 
id London SET SJU. tfertt 
tt«o BA 1 9*1 HUr.h Sfeft 
Stifftv Ifn SDO Cotirv fc»d r ttartaw 

9H4. tMf^rntn «Unf TNI HI 
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The famous American adventure games writing outfit INFOCOM 
generally shy and retiring, but in last month's phone interview marathon 
with Dave Lebling and Steve Meretzky, SEAN MASTERSON teamed 
something about how Infocom go about designing their games. In this 
concluding part, the receiver is handed over to two more vital cogs in the 
Infocom machinery. 
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PART THREE: STU 
GALLEY (SENIOR GAME 
DESIGNER) 

When Stu i 

ft the rv dra J^^^| 

de^iffnyj^fwcrt" very 91 
"Think th**r<*S v*nj 

y^^^^Mme to 

md. The en caption 
^^^BRcd — 

^^Krit-r ha* h™gplf 
^^^■ptfh aj^ldbor- 

^^J^rTn many 
k riling j long 

rth " 
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fnoirds lion WHI, whtti 



I think 
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And ih 



mporunt 



making the fmi dr« 
program 50 to *pn 




\ kid oTM^Hlf 



and 

oped if 
hifti 

me* 

Up liur 

repfuil nag* 

a htj^w 

pedgcyn 
to fne kind 

dkUbti 

■ 



*aff of nvjfi' coffoqutjJ or more 
ungrammaikaE input* And I 
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msed^Bfrjr about 
n-.it iWp 
ftnisHp 

Lbrjtur^PRod by I 

khis was nol iht- 1 asa^^l 



igof 
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uhs to Ay 
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lm nol loo surr how rr 
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thiri . " B ,n ■• c ' 

rcnYwfTofg.t 
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that doWvi 1 

ihiit 

mj v tie uflxfer 
may 



luriti? £,1 
pyt ihalone of Hn ^ 
Infto^Wame Nol^^^^H 
l^^fftell us what ^^^^^^^H 
si That iheujfwr timfll^Bern 
joked th^^Pe*t*ofi, Al 



0/w 0/ f Ae m^s r tor / 

discovered ab< 
vourifi rptm 
they ^e^mtg^f 

Idiff&nt mtence 

colloquial or more 
ungrammaticat irtfj 





f prefer & &m& 

gefmy rtteadot 
mome. I 
COfttn .1 #£ a$t* l*eip1u 

some ways. 




been a real good 

experience working hem 

direct h vfth t ; e people 

'Ave s^ff' s rv totally 
creative eitviroiMtw 
not at a tack for ha v 
»f7y ideas what to do. 
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Part Two 

game I'm working 
Hgh( nov 



ency th.il Intorom H*d al 
time I guess I wr 



Vi'J' 1 a 

pac 
and I had wor 



It had * 
Sorcwr's Infrjuft 

dOTH 






if most ttke & dream 
fitted h Jt up until a few 
year fhntnoidea 

tthtswakwh*dmy 
dr&amv\u$b* 
no examples to go t 
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who 






■ iv into- I aDQtJl 
the I when 
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package 

gram. C 
lonn i 






g*ta 



?rf«y I .a 



American software 
companies don't 
comment on new 

ducts until they're 
oft tc&d. The 

reasc e 

product mzL be under 
development j nd 
although the company 
may intend to refeas 
on time, unforseen things 
may happen so it just 
seems safer to keep the 
wraps on unfit its 
finished. 







Out of any software 
comp^ry* we fjrobabty 
^^Kf mane on :he 
packttjv than ctn/one else 
does ■■ 



7 













What ktf/ed those 

packages was the fact that 

the deaf* s con in 't stack 

a f tying saucer on a shelf 

Mi/y tvtfrV kept 

fading off and rotting in 

r &$ fas, you know? 




"We rome up with .1 
focus lor what 1 he packaging 
should be as »r ft ihe 

game and ai that pomi if take* 
about two I u a 

ci>m J package. 

And oni-f thai is srit li*d it t<tke*i 
about a mumb *o «ih an and 
photography and typography 
done and irwn thai point I d *ay 
tfw «>jv started and i 

that and i:opy is written , if take* 
about .mother monrh to put alt 
the bogrtll logelhr- ihe 

m4ten.1t ready lor p The 

pooling process lakes about 
e rghl we< 

the m sling 

r edder Inloatftf 

IP 1 ' * :ie$ " 

THeve havm now been sunrtarrt- 

hved Carl mad* ►inr* 

about the reason* lor [his I caw 



FOUR MINDS 

FOREVER 

VOYAGING 








When f*m bus yfne ver 
keep track of the t/me 
because when you're 
realty rafting on 
something worthwhile 

t time doesn f t matter* 
Thewm <m agency 
works, they b*li by the 
hour My ft me *$ viriuafty 
unlimited here and / get a 
chance to do everything 
that t want to do and sit 
down and n tt pick without 
worrying how much time 
t'm spending on ft 
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speak about th «a*k 

ages a bit be 

what about that. When 1 

Marled our a*, a CO*np 

had oome u> the ad agv 
whkh M that time v. lini- 

Ru-*sel! in Watertown Mjssa 

ijd come 10 
the agency as the time and the 
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because rh.11 - £o4ng to be 
thing th u- about 

your product and that A where 
we started with theie wild 
pidtagr 

"Now tl game* Irk* 

.ind the 

Znrib (although 4d a 

very simple package) hut the 

others up tt 1 *il ir^ 

put tcsjjn 

k^ges simply to he aftoflu 

■tethkng yhat people would 
want to touch and hold and get 
into? Bui whal killed ihow p* v 
aae&wari (hi 1 la*t thai rhe dealer** 

1 
shelt ver\ well! Tney kepi f* 
off and rolling in th« • ■ 
know** 

So did Carl find any 

, ilh new packing! Vi 1 
ctan't as a metier pi tad, nut 
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Elite look to be doing a very respectable conversion of Capcoms's arcade game GHOSTS 
AND GOBLINS — soon you could be playing the 
game without having to feed 10 pees into a slot! 

*mn GHotts mnd Gobltf The 

njl jn jcip gamp I rum 
Capcom stable. plonks you al the 
iUul of J mass^r m fulling land- 
scape through whu h your c hival- 

rouj dw ac ig f has 10 pt*§ m 

OPfi» i a dams. 

Your knight has j numhe* 
al rm disposal, andsian 
quest i*. 

suit Th. r with a n 

fob* (he hero ui hiv armour and 
he has to soldier on let I Mile more 
than a nappy As you might 
pecl r nappies arc hardly ideal 
combat gear, and the 
time the kmghi takes a nil, he 
loses j life, 
The original arcade gam? boasts a massis-e irea — 

ta m fact lhal no I a lol o* people ma 
ss as Through all the levels to re« ue the dan, iy, 

whole game simply won'! fit into a home mit ro, wonder- 
ful though Straddles k M till* s Amstrad ivitl com. 
four of the best level* from ihe arcade game 

The game begins *n a graveyard . populated bs zombies who 
sproing oui ol the eanh ground your fcnighi u hi sets out < . 
long and pen bus journey isasts ihbeis 

m whkh ihe knight must avoid to 
us birdies s<iar and swoop >ur man is 

equipped with throwing knives, w 

despatch adversaries and is capable ol running lumping. 
ducking and climbing. Some of Ihe marauding zombies 1 1 
weapons, and when you kill them your knight ai 
exrhjnge* his 1 urrem weapon for the one earned by the di 
t„ 

h chivalry and fighiing ski e kmghi famp ihe 

p r as iyi r 1 1 hops on a di n k v 1 1 tt le r at t a nd < • «d 

i»i ihf level where he I* pestered n 
w ik hex who swoop and soar around 

mind eradu ale the goon hags don <>;• ihe 

knighl comes to The end of the first setlionwi- 
a large arid thoroughly evil goblin yob who guard of- 

was whn h gives m revs let the ne*! stage in the ga>m«< hi 

TRIPPING THE 
KNIGHT FANTASTIC 

real rambo or the supernatural world and needs to be nil 
several times before he expires, yielding if 

Passing ih rough the portal Ehe kmghi gai" oJ 

armour iThe's in nappy modi 1 And makes his v 
ice pa'ace — a network of platforms and lifts populated by 
kamikaze kmturs who home In on the hero, and tl the 

action scrolls in four di ret lions. Turn be *um. survive ihe 
palace, despatch another giant bouncer on the en it and is s i hi 
to the street scene Harmless ihuttefl on the wind*™ 
building to release flying gorgon types . 

scampering on ledges has lo be done l»e* 
be tompteled and the imal sta^ge or thi* gam 
your way through a network of caverns a rut you Kei to re»- 
Ihe gal. 

when we visiied the program ta« fltft the team 

[>onsible tor ihe Armirad irnplemen ration had d* 
th< inds whii h m roll past during pL iffi* 

anon was under ■. WTie retmpmenl The game was still In 

rK early stage, the loading was still cmly half 

npfete and a lot of fine tuning and antmahon work las 
ahead. Elite shookl be on target for a lune Lanni 
anci ihi'res j treat in si jII you w >us 

Amsters out rhere . . . Not a bad sun loan Amstrad pn*gram- 
minjj CilMi to* Migrl Artertun who's buing aided on Tk 
bits by Dan Hahles while graphics and sound 
resoonvihiln, ot Sir Puklurd and Uavid Whftlacfce? 
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Clearing the Wireways of alien squatters 
is a fast and frantic occupation 



A TEMPESTUOUS 











that most famous of 

ancient jfud 1 kjw, ti now 
being converted io ihe \rmirad 
under licence b> Adfviskm Fur 
f he isp ol you who .ire too young 
io remef 7 TnHwr * orrginai 
incarnation, all o( live year* ago* 
here's a brief f«uiw of me 
scenario 

I very responsible and 
heroic ivpe person 4 very res 
ponsibte fab rua fallen upon you 
The * need to be c lear ed 

nf !be jln-n marauders thjt cyi- 
refills infestihem The Wireways 
are an essential pan yl rh 
universe's travel ^vmiw as rbey 
hang 111 space acting as guide 
ways fur lor hypefspalial tmwm Without ihem anyone 
hvperwarpine /rum A to B i$ likely io jpfnar at point C or D, 
which according to the laws governing such trunks, i* usually 
in ihe centre of* sur — not wy good lew your health Now 
yoa «n see why the Wtreways need to be cleaned OH you 

Thr aliens aren't overly keen on the idea of being rapped 
out o< enislence and are prone io fighting back. Thus the fob 14 
a dangerous one. Your employers ruve been kind enough to 
supply a remote controlled gun doobne so you don't actually 
h«ive Io get ouf 1 here amongst the aliens and fighr in person 

The main view has you looking down the receding wireway 
with Ihe tapper silting at the end l l<» u The/opp* 

••chanlsm wtiich un be moved left, right, and 
■ i , Aliens wend their way from The Jar ^nd oi ihe W leeway 
towards Ihe tapper in the hope o* mangling rt and ending the 
attack on 1 heir new residences. They aho lend the odd 
fireball your vs.* ^g* eel very mega hectic and a Wt 

me«y wnh alien* Irtienng the wfftf, air oi them ahour 
irounce on your tapper, then the Super Zapper is available 
Every time a Wit essay it cleaned one of these handy ene-titw- 
only devices is added to the inventory P*ess the appropriate 
key and a very powerful purse erf electricity snakes its way 
down the grid wiping any baddies ir pulses pant. It's then yp 10 
you to cam cm fighting the flood tight 

.flu shoot, olast and maim aliens, the points clock up 
until eventually all the oflworid nasties squatting on the 
>\ 'essay have been liquidated, whereupon ihe warp *ctts*t 
and ihe next Wireway whizzes mio view And the Wireways 
whining into view, ad infinitum, uniil all your rappers 
have been eliminated by the alien 

vmiofl of ihe game shown io the motley AMTIX! crew 
was very nearly nru-jhed, awamng only ihe odd improving 
touch from programmer David PaEtanore Lucky old Amsirrs 
— Acti vision don't intend to prori |h#f 

m« ros. You shouW be able to ama/e your chums with a copy 
'jnpest around June time if all goes well The price hadn'i 
been finalised when we saw the game — but a lull review 
{together with ihe prke> should appear in the next issue of 

GiryUddan 






Inside an asteroid with radioactive waste - 
not a nice place to be. Good job you're in 
control of a droid and not actually there in 
person ■ , . 






(fa J»wil m ww try ki 



^al games, wr ill r*n vpeutu ah* 
for the Amstrad, *eem io be 
popping up dll ow iht* place; In 
keeping wilh this trend. Mllra- 
Gen are MKjn to release Mqui* 
nam Written by freelance pro- 
grammer Raphael Cecho fcjiMntn 
puis thr *n the roJe ot a 

lowly droid given the lasfc oJ 
saving astern id, 5ury Am 7, (torn 
destruction Man, in hi* ew 
expected care4e**ness, ha* man- 
aged to leave a whok* bundle d4 
of eMremelv dangerous radto- 
active waste- Ith* 

place. Thr radii iac me mate? ial Is 
table .ind read> to explode, 
contaminating \\ le ol the 

Ifs 4 bis like i space- bawd The 

been there for years, neglected and focptirn 
Now they arc jH *et to e up I ode- .. A preliminary expedition has 
■ped the hotlowed world with the needed disposal 
1 es , and If* up to you to dump the host ot tamper 
the disposal' 
The asteroid b an ancient plan- hollowed out long ago 
■*; mirnnp operations, which turn 
vj. romp .is[ network of tavern* and passage* 

them a** eigtv n the game, each tottta 

n*p Riving a total of 128 beautifully detailed 



tocattom in gawp at and explore P Getting around the pla* 

isy using retro rockets thai propel the I it lie spherical 
droidiei you ton' 

I hrutt propel) the* liltte chap info the air while la* k ot thrust 
allows mrm bo drag him downward* Fife shoots i D*- 
fimdr type blast in trie direction hi* boss, and the puling 
si ream o l las*? r uu- \ purity d raids il may 

pass through. Security dro ids constantly materialise 1Q m 
ytHi %tn<e me humans* iury-Anl became too 

hot to 9m on, forgot to turn oti the security systems. The 

at liking to ho l guardians sap away your energy and I lying 
■ut is quite hnng r loo Bias line bullets via thedioid's gun 
uses up ammunition I uckrly tann power and pellets can be 
Topped up at chore e locations on the asteroid 

The ■short range feleports are important when p- 
Equinox but computer security passes have to be found 
before they teleports can be qciiyaled. Dm t a level has been 
cleared of aN offending • ve material you have to g* 

(he iWKj level ami the floor lo Hour warping rat titty is the 
onty way k> travel . First, you need the appropriate numbered 
ess pass 
To get on tn in the game, problems have to be solved In an 
advent urish type way. Certain object* need to be used to gain 
access : . logical ana fun 

to do. The > I Squfami brought lo AMm? lower* 

had mil game finished, both graphic * and gamepliy* 

and was awaiting the final louche*. A mid—May launch is 
sc hedu U^ hou Id follow *oofi . 

Gar y L Irfdo n 
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^B ole playing on I be Amsirad ha§, 
1 until recently, been rather diffi* 






I 



cult, if nol impossible. Now I 
are set ID release ihi>ir spectrum 
hit SworrJ* & jtfjrt fry into the void 
and they're hoping n will be just 
as successful in its new incar- 
nation The game is set in a spec - 
j ally devised world created wnh 
PSSS Mfcta system p and allow* 
the player to become a fortune 
seeker, prihn£wMsandstri-ngih<i 
? h e r magic a I r physic*! or 
both) against monsters and traps 
m a maze-like undef ground laby* 
miih Hv wandering through the 
d unfltO t U , many quests and 
mini ad venturer may be entered 
inio, but the main aim rj c« 
recover the treasure - a sujI ot armour made by a master 
armourer, Zob. The eofnponeni parts oi tbi*. wondrous suit 
tiave been scattered across the dungeons and latjuluus richer 
await the person who gainers them up and removes them 
from the i r ruling place Beware, Many have gone before you, 
and all have perished in the attempt. 

Before embarking on the quesl, your character may be 
trained by one or several masier** Horn a choice ut twelve* (or 
fourteen days, Thus, a mixture oi skills may be obtained and 
they tan include thievery, fighting, magic or more subtle 
disciplines. Armour is also pufi hjsed — vital when entering 
i imhat with i he denizen* oi the dungeon. 
To the It^i of the screen is a window which constantly 
display* your character's vim, H is animated in a JD perspec- 
tive and grves the impression of actually walking down ihe 
corridor* and into rooms. To the right of thai window, a map 
i.>r Hit t urrt-n! dungeon level i^ shown *iih a smaM t>li>b 1<* 
represent your characters position in it. It also dispbys tht 
pcrsrtion of nearby monsiefs. This ioo. is constantly updated. 
Below these two w i ndows is a message w i ndow u ' e r 

tfcfct where required air>d to monitor conversations with any 
monsters or other warriors that may be encountered. Finally 
at the bottom of the screen rs a scrolling menu. There are 



52SBZ 



Oh Jm* ' U mmiKtt* 
** n<Al .V tAr dnpitf 

h$$ ckv+4 to th* 



actually several menus organised in a heirarchical structure. 
Selecting Ihe Talk option , For instance accesses a sub menu of 
COfivrrsj!K>njl gjjmWtS «i GffM tl then selected mother 
menu offering a choice of greetings is displayed from which 
the actual words to be said are lafcen 

Many monster s inhabit the dungeons. Some of Ihem are 
friendly, some are not. Some can use magic and others can 
return the force of whatever you throw ai them Some mav 
Kelp if intdfigent conversance is entered into (nothing too 
advanced, just don t insult them). Food and poiions are to be 
found along wilh fooih enchanted and cursed items. 

The game allows your character be saved out lor use in 
suh^^quent sessions .il the keyboard, and PSS intends it. 
expand the basic game inio a series with more dungeons and 
Other a>. players can take iheir characleti 

saved from the Siswdi A Sorcery moduli* oi the astern A 
character's experience increases with successful play as he i$ 
rewarded with treasure and power From having only a few 
magic spefls available ar hrsi, a whoJe arsenafof ma^ 
weaponry tan be col tec ted by I he time the adventure is ne*r- 
ing completion (and you'll need all rhr ma^n using ability you 
■i lay hands on}. 

i rii- PSS team are keen to stress that the^r same offers both 
excitement from a visual point of vfim as well as i haracterita- 
tion and depth, biwtds d 5o/c en is the culmtnajtkm of months 
of work, and I he standards set within PSS for the game led to 
an t ir \ work on the Spectrum version f Mo*t of the 

options available in the game are menu based, and there ^ I 
reasonabte number of courses of action available at any one 
time ihough ihr ahrlrts io have tent input occasionally opens 
up more cornmu n ic ations options , 

No effort has been spared on the graphical aspects of the 
game and both the animation on the creatures and i he flashes 
d| i uWmt as magical bolts of energy are fired are quite tmpres- 
■*ive A redefined character set adds atm<jsphrr e |o gamepLiy, 
while the background graphics compromise between detail 
and cohjur. All the emphasis ^r>n y rearing a rrjlish* environ* 
menl few tfta player in a sirong attempt to (malty bnng role 
playing ir> the home computer. A full report will decide how 
PSS fared in their noble aim once we've had a took at the final 
vers kin ol I he game. 

Sean Matterian 
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ell if* far into the future md 
world still hasn't grown up 

The* ommunisN andCapte- 

aJists are still i i,ii r was irom 
h* mg the old chum* they 
should be and Urge 
amounts of money are 
m£ pumped daily -into the 
■\niFM-ir jny inns legffld^j 

Star Wars project. To hang a 
Sword of Damocles over me 
HvmU ol their Red palv 
^rjod old Uni le Sam has set 
up a resean h centre' on the 
Moon 't nearside armed to the hi it with all manner of nasty 
items (hat. by a very strange roinckU mh ■ |ust happen to be 
pointing at Mother Russia. The whole plant is based on a 
technology lhat man slid doesn't fully comprehend and it 
corner a* no surprise at ail when one day the controlling main 
computer is the victim of a rather nasty psychosis and decides 
lo tel the plants nuclear reactor drill towards 
Mtlttfown 

A hem is needed and, as in all good stories, one is found, 
i man called Basil Bond. tlasri is a hip dude pegged out in a 
nifty pair of 50ts, are? booths and a sna//> green jumper 
Basil tt a street crea hero? The task before Mr Bond is not jn 
easy one in the slightest — he has lo get lo the computet main 
control room, eleec ironically hack 1 he blighter Co bits and 
order ii to reinsert I he c on ling rods into a rapidly heating 
core. What rs more than likely to get Ba/ down is the huge 
number of cybermen-like robots that *we been put into 
Rampage Mode after the compulef s mind spaced out. 
Rampage Mode' means hacking if around the complex 
shooting at am thing of anyone in sight. A pair ol 501s aren't 
r ea Hv top hole protei tkffl J g a i n ft ban *a i i n g b.i 1 1 le d roids so 



his i hiri has l*-t him have the laieM In person*] body shields 
and mean anti— perspirant, Even this tittle gfciry o( 

tecnoporn is unable to withstand CQftlfmttl pounding so a 
meter ai the lower left of the screen snows the shape the 
shield is in. Throughout 1 his pan oi the game everything is 
shown from a security camera mounredon the mails' eye 
view, ie in classic Afoen lype style but with far more colourtul 
and imaginative graph n I 

I he complex is split between th fee levels, each i 
ing siitry (bur oil ices, and somewhere m there lurk the 
* om outer terminals Since Amenta has declined I mane wily in 
the fast decade or so the terminals are good old fashioned 
UBCs as that's all they tould afford, Though there are many 
different terminals on each fkior r a lew cofiftbi r.es(s r»t skill in 
the form ol sub- games. Some are a bit tamrhar unti include 
such d Mitel .is Man will nl and Spasm lnv*d*o It Ha/ 
betters his elei tonne opponent then a password is added to 
his inventory. Acquire six of these info sachets and 8a/ gains 

ess to the Mt terminal which transports him to the r 
floor. Get past the third floor and you re into Martin Main- 
irarne"s data banks 

Due to be realised around balmy summer lime KMttt 
isoneoi the iirsr h«w products to take advantage ol IhebtiJI'* 

a memory Bui 464/M4 owners shouldn't tret since, with a 
dash of le< hrntjl magic, it will also work on your mac nine* 
The three floors ^r^ loaded separately and to aft as an mi 
lude between 1 loors one and tsvo as well as adding some \ r M 
f value iof money r Alligata has added a twee htil+* pknrorm 
game Called The P i ** l d«nli Brain It Misting this proggy 
- pe game and turns out To he quite trie fey 

So mere it is f mere sprite man pitted against all the might 
ol the American military and only you hi help ^im. How i an 
you resisttfcteftcJbwn should be res iew rd \u\h in next months 
AMT1X! 

Gary Llddon 
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DOWN IN THE FOREST 
ITH ROBIN OF SHERLOCK 




Robin Hood Is alive and well in Sherwood Forest CRL 
are about to release an adventure program with a droit 
dialogue and a burlesque of traditional plots. 



Hob in 



f*£r*d aotlior »»trier 
f burly nuni 



BttSlrriffer 



out for not living 




jtrodf«i of gjrtw in #dvcmur*i 
Can work vmry w*t|, Ulvenoft 
enjoyed a cult follow inq with 

r>M- Rm^; ii v ponuldritv 
WIS very mi j i h rooted in a marker 

jiri^jd\ e*iiabftafied by Melbourne 
se, and n e mployed a ^pmiUr 
'i-i Piriiqur if Hazard lampoon 
used with ihe To Ik < en rLi 
Robin of Sherlock 
aTirmon to make a small t leafing 
tit In iMn m Ihe adventure 
wjrt- locefl by UMn^s a similar 

modut operandi However kiriym 

*. fliM^n 1 jny 

sinful, if i Km mi 4 ^ did 

pn nti ?' > present i burl* 
e*qui- i.r h 

rhf game is in three parti with e* h sei t*on being saved 
Oiil before moving on 10 ihi fc m-nt seel inn oi thr m. 
uf shi'tkn k mef i he familiar keyboard "T|>ui rouimrunii verb 
noun commands and no Tat rim lor ma re complex kfterac f» 
I hi- graphic wfl mpan> lomeoftl uniirvi ■ 

ticms do nni appear io del rait from an adVemure ihj 
mainK ufn.M n-, L jfull dialogues a §elllngpoinl Suirnt-ir 
that upon finding ihr discarded ebtfies of the coy Lady 
Marion who ta Kawwasvrlm, n could be fuiprttinglo patron* 
of Ihe Robin Hood legend*, thai EXAMInlng ihi^ good led 
garb rewak ihem to cornel ot a mu^h d 
mgi i wspendfej bell and a pair of green Mik mi 
rsto wonder tfcobin never the led the leaf* mrm- 
wood. The j Imagifuthre m dialogue *nd the wv\ 

humour ol furgus McNeil, the author splayed 

throughout and has raised j niter «ir iwovinhm thi We 

w«ll be renew m^ ftobifl q4 SherieM » in us witrreiv when the 
I mshi N J tension arrives with us. 

Serth 
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COMPUTER GRAPHICS UD. 



SALES 01*379 6755 

01*240 9334 

INTERNATIONAL 44- \ -379 6755 

AMSTRAD SPECTRUM 4 8K COMMODORE 64 
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FRANKIE GOES TO 
HOLLYWOOD 




Ocean, £9.95 cass 



CRITICISM 



ft 



a m m aMUum 





At last f ranks? on the Amstrad. and 
what a good game Demon Designs 
have made of if The music it excel- 
lent and good us* has been made of 
the Amstrad thro* channels The 
graphics nr« excellent and contain 
lots of detail and colour, but the 
game takes such a long time to pipy. 
FGTH is definrteh/ not one of those 
games I hat is put on just before you 
go out in the morning, but a gam* 
that needs a lot of attention and 
time to gat totally involved In it. It 
can b* played without reading the 
instructions very easily but to put 
the game to lull effect you have to 
launch y ourseli into the booklet and 
involve yourself completely in the 
world of Ffankie, This should onfy 
be bought if you've got lots of time 
and good stamina to play 1 was 
hooked for hours and I didn't even 
get to the Pleasure Dome! The 
murder that takes place is a very 
mysterious affair and a note pad ia 
MSentiat The game ticks away at a 
very quick pace Frankie is definitely 
a new experience in games playing 
on the Amstrad 



kar ra* aaa 





iw« ri mtij i b iv 

ibbbbL Km a ami »m 

caw . ii ala" I lei IWH Man 1 - 

aaHie MM oh nail Ma* 

•f a aaat aaaff aaaplt mtm 

btftfta rsprt MM* ■- I ft 

i aanaa. Ha aalraallalaL 




Supergroup, Frankie goes to Hollywood 
have b^en rather quiet over the recent 
months tor is it years ?> Never mind though, 
here's something from Ocean 10 keep their 
fans occupied until they decide to *cul some 
vinyt\ The official licenced computer game 
Franki* goes to Hollywood has nothing to 
do with the group personalities but js more 
of a weird surrealistic experience 1 . 

You play the part of average Joe Public, a 
citUen of Mundaneland. Poor old Joe is a 
boring old soul and completely devoid of 
personality Now, to make him less boring 
and win him some personality you must 
help him on an adventure, guide him 
through Mundaneland and assist him to 
complete over sixty tasks which Frankie 
have sent. There are four factors to his 
persona Nty; love, sen, war and religion, 
which all have to be buift up by completing 
the numerous tasks. Each factor is shown 
on-screen as a bar which increases as you 
complete his duties. When a bar reaches the 
top of the screen a Loner appear*, eventually 
spelling out BANG when Joe's personality 
is complete. 

Along with personality points, pleasure 
points must also be built up. They are 
awarded when certain objectives are com- 
pleted. When your score finally reaches 
99,000 AND you have Spelt out BANG you 
can enter the Heart of the Pleasure Dome 
and claim your reward. 

The game starts with Joe m a typical 
suburb! an street; He can walk around those 
streets or enter the various houses, explore 
the room* and rifle through the cupboards 
and drawers found there. Sometimes 
points are awarded just for touching, say, a 
light switch, so leave no stone unturned. If 
you explore a cupboard or drawer a window 
opens r showing a cursor and the items 
inside, and moving the cursor over an 
object you desire and pressing the fire 
button places it in your pocket You can acc- 
ess this pocket at any time and doing so 
shows the objects you are carrying and a 
cursor. Move the cursor over an object to 
use 1 it — in some sit nations using certain 
hems will help you complete a task or add 
more points to your score. 

Throughout the game you'll be presented 
with objectives P these happen quite un- 
expectedly — sometimes when you just 
touch something. When an objective is 
accessed a window opens which you have 
to run tnto (if you don't it'll close after a 
short period of time). The window then fully 
opens showing what is within and you can 
take part in whatever' s there, usually a 
game of some sort. 

There an? eight of these 'games': three 
types of puzzfe screens, The Terminal 
Room, where you need certain objects to 
complete the it. Sea Of Holes where you 
have to get to th e flo or at the bottom of the 
screen and the ZTT Room where a puzzta 
has to be solved. The other* are more 



arcade- 1 ike with Cyber nelic Breakout. 
'Breakout" but with only one brick. Raid 
Over Merseyside. where you have to shoot 
the planes before they bomb Liverpool 
Talking Heads, a shoot em up against the 
computer. Shooting Gallery wnere you 
have to take pot shots at our 'illustrious' 
leaders and finally The War Room where 
you have to shoot symbofs 

If you complete a game then you are 
awarded pleasure and personality points 
and another window opens to allow you to 
delve further into the game. This keeps 
going unfit you either fail on a game I where- 
upon you're put tjack into Mundanesville) 
Or until you reach the Pleasure Dome The 
inside of the Pleasure Dome is like a 3D 
maze and you have to move around and try 
to find a door. Each door leads to another 
game but rf you're inside the Pleasure Dome 
when you have full personality and 
pleasure points a special door leads to the 
final screen and the 'Ultimate Experience — 
the heart of the Pleasure Dome'. When 
inside the Pleasure Dome beware of float- 
ing sparks, they can be shot but it's best to 
avoid them — if one hits you then you're 
dumped back on the si reefs 

Within The game there .s a Nttle sleuthing 
'sub-game'. This comes in the form of a 
murder mystery. When a murder happens 
every new location visited thereafter gives 
you a clue to the identity of the killer When 
you feel confident that you've identified the 
killer you can return to the scene of the 
crime where you're given a list of suspects 
and you can choose who you think is the 
killer. Getting it right means bonus points, 
getting it wrong loses you lots 



Presentation 90% 

Beautifully packaged, glossy 
documentation and a new mix of fleto * 



Graphics 83% 

The backdrops aire nice but the main 
sprite looks like a lego man. 



Sound 77% 

A reasonable version of two tribes plays 
constantly, 



Payability 77% 

lis a weird game, but it's easy to play. 



Addictive qualities 79% 

It ' s impossible to d i e so you can play and 
play and play . . . 



Value foe money 80% 
Higher than average, hut if you're a 
fraflkte fan it's better value than their 
'official 1 merchandise. 



Overall 80% 

tt J s missed the Fr&nkw bandwagon, but 
still is an en joy able game nevertheless 
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This is the licenced version of (he classic 
Capcom arcade game which has capti- 
vated thousands and thousands of arcade 
gamers all over Britain 

The game in vol ves you talcing 1 he rote oi a 
super cr&cic commando with a mission to 
penetrate deep behind enemy lines and 
destroy two main fortresses. The mission 
takes piaca over a vertically scrolling land 
scape and you have to take on the entire 
enemy army single handed, armed with a 
few grenades and a sub machine gun There 
are boxes of grenades lying around ihe 
battlefield which you can pick up to replen- 
ish your stocks, but otherwise you jus? have 
tp use your skill reflexes and sub machine 
gun to survive. 

To reach each fortress, four areas have to 
be passed through each wun as own mink 
fortress at the end When you approach a 
fortress its doors open and loads of soldiers 
pour out, spewing bullets from their guns 
and lobbing grenades All the enemy soldi- 
ers have to be fei tied before the fortress can 
be taken — not a trivial task. When the 
defenders are dead, your man runs thro ugh 
the fortress gates, a message of congratula- 
tions vs printed up on screen and it s on to 
the next area 

Each area has its Own features and hai- 
ards. Level one is comparitrvely easy, but 
the game gets progressively harder by the 
time level Tour is reached the going 15 really 
lough with lots of obstacles to thwart swift 
forward progress. Luc My the enemy foot 
soldiers are onfy armed with single shot 
rifles and grenades. Even so, sheer weight 
of numbers often become* totally over- 
powering 

There are two specialist weapons used by 
enemy soldiers: bazookas and mortars 
Mortar bombers don't pose too much of a 
threat, since they C^ n only fire one pretty 
inaccurate shot at a time. Bazooka carriers, 
on the other hand, are very dangerous, 
firing round after round of lethal shells 
which explode in a large cloud of deadly 
flak 

Vehicles trundle about the landscape. 
They come in various shapes and sizes and 
include Trucks, jeeps and motorbikes 
They've all got to be avoided and can be 
destroyed with a hand grenade. Jeeps can 
cause problems, as they carry a gunner 
armed with a sub machine gun, Lorries, too r 
ate deadly and carry many soldiers who pile 
out when the i r tr an sport stops . 

The landscape is very barren — welt, what 
do you expect for a desert? Dotted around 



are trees, little hills (usually the enemy 
come belting down the slopes) and rivers. 
Area one is pretty deserted with only a few 
trees and hi Ms, although there is a narrow 
bridge which you have go under, and 
enemy sokhers are waning to pounce on 
you on the ot he r side After t he bridge there 
are rocks which the enemy use for cover 
din j after them r the first mini fortress, 

In Area two, foxholes fitted with soldiers 
blOdt the path ro glory, and the only wey to 
kill the soldiers is to lob grenades pn them 
While you're trying to do that they're busily 
Trying to machine gun you down. Buildings 
and bunkers start to make an appearance 
too. Yet more soldiers pour from the build 
ings r while a fusillade of bullets comes from 
the bunkers. 

Areas three and four feature all the haz- 
ards found in the earlier sections, only in far 
greater numbers. On area four, the final run 
up to the first fortress, you are forced to 
cross an airport which has lookout towers 
complete with machine gun wielding sold 
lersatthetop 

Points are awarded for disposing of 
enemy soldiers and vehicles, and a hefty 
bonus can be earned by killing the two 
guards who hold an ally prisoner. Once he's 
been liberated, he disappears, rather than 
help 1 no. you fight your battle, however. 
Control Keys: Definable 



Presentation 89% 

Comprehensive instructions, generally 
well sorted out. 



Graphics 86% 

Not eKactry detailed, but the on-screen 
action is fast and furious. 



Sound 86% 

May t* a htllo disappointing to soma 



Elite. £7.95 cass, £14.95 
disk 



CRITICISM 



1U* if MW** IiM^wi r 







Payability 89% 

| Very playable, once you learn 
how to stay alive 



Addictive qualities 90% 

Bound to keep arcade addicts 
coming back for more. 



Value for money 87% 

A good game at a reasonable price. 



Overall 68% 

A worthy conversion 
from the arcade original. 



Having now enjoyed m good run in 
the software charts with Com 
mfl/lA>, Elite's conversion for the 
Amstrad should give them a new 
run on whet is probably in software 
terms, an old game. The game is a 
little disappointing in terms of some 
comparisons that could be made 
between different versions, but 
nonetheless, it's still fast and furious 
and leaves you with shaking hands 
The animation ii vague and lacking 
in detail, but fast movement covers 
up the shortcomings. The sound is 
poor but after all, the game's really 
all about running around, getting 
excited and shooting the enemy — a 
task that Commando allows you to 
perform exceptionally well 
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I've seen Atafc fa/cto Ways /he Open 
in its Spectrum And Commodore 
incarnations ft seems a shame 
Amstrad owners have had to watt 
It long as this for their version, but 
perhaps the wait was worth it. for 
this is way and out the best of the 
three. Indeed, this is the best golf- 
ing simulation IVe ever seen The 
icons make pUy speedy and rel- 
atively simple. The size of the oper- 
ating icons is fairly important 
because if they ate too small (hen 
the directional control is too coarse 
I thought these might have been a 
touch larger, but the program 
seems fairly friendly in allowing for 
Eh is H takes some time to get used 
to the strength and direction, 
especially ft the wind is blowing 
strongly imd gusting from all dir 
ections ObviousFy; golf is a specie I- 
fet interest, so this isn't going to 
appeal to everyone, but the friend- 
liness of the program takes the 
tedious 'simula lion' sting out of it, 
and I suspect a lot of Amstrad 
owners wilt get plenty of enjoyment 
from it. 
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Its bunkers can be terrifying — you'll n&ed 
all the help your caddy can give you,' it 
says on the reverse of the large style pack 
aging for this new Amstrad offering from 
the Mind Games Series N*ck Faido, Open, 
bunkers — it must be golf and it is, but 
special golf, for this is the 1 9B5 British Open 
Championship -which was held at the Royal 
Si Georges Golf Course at Sandwich, 

All the British Open championships are 
held on links courses, Ihe original type of 
Scottish goff where the tussocks in the 
ground, the hrl lowing sand dunes and the 
atrocious on-shore winds make for a game 
of endurance as much as skill. The mark of 
any good golf simulation is how much it 
encompasses the natural h«ards of the 
gome in as realistic a manner as possible . 
To add authenticity to N*ck Fairfax. Argus 
have based the game closely on St George', 
and the packaging includes a history of the 
famous course aa welt as a hoi e -by- hole 
guide This is not just decorative, knowing 
the ins and outs of a golf course is important 
to good play. 

Once the game Has loaded, a four option 
menu appears From here you can select a 
full round (aN IS holes I P Play out (holes 1 to 
9), Play in (holes 10 to 18) or play any hole 
Once a selection is made, the screen cuts to 
the main display which is divided into two 
horizontally, In the top two-thirds there as a 
bird's eye view of your immediate location 
i s shown (on l h e t m* of CO u r$e, if you haven 't 
already played a stroke). The lower half con- 
tains ell the operating icons and a controll- 
able cursor The operating section is div- 
ided into three sectors, The left hand area 
contains an icon for club selection, and you 
can move up or down through driver, 
number 3 wood, number 5 wood, 3. 5, 7. 9 
irons* « sand wedge and putter Below this, 
the stroke direction can be selected by 
placing the cursor over a clockwise or anti- 
clockwise arrow. This drives a black pixel 
around a circle in either direction, the ban 
being indicated by the white spot at the 
centre, Next to it, a third icon controls the 
Strength of Stroke, either increasing or 
decreasing, and the result is indicated on a 
vertical bar graph 

The nght-hand section shows details of 
the hole, the distance from tee to hole in 
yards, par (average number of strokes it 
shou Id take to pu t out I , shots ta ken so fa r on 
the hole, and the total number of shots you 
have taken since commencing the round. 

The central block contains the hole selec^ 
tion icon which cycles up or down through 
at) 9 or 18 holes, depending on which you 
selected at the outset At the bottom is the 
map selection icon, All the icons are active- 
ted by pressing SPACE, hold it down and 



the entire display area switches to a larger 
scale map Showing the enure hole and your 
current location, plus adjacent holes, tees, 
bunkers water ha/a> Top right of the 

block is a representation of a wtndsock indi- 
cating wind direction, while a bat graph 
next to n shows the wind strength. Below 
thtj windsock is a golf ball on a lee, centring 
the cursor over this and pressing space acti- 
vates the large scale graphic of the golfer, 
who tikes a swing ai the ball It flies over the 
Other >cons and off the screen, At this pu ml 
the top map comes to Me, llytng along over 
the landscape below with the golf ball rising 
up into the a*r. growing larger in peripec- 
tive and then smaller as it finally drops to 
earth with a thud. Once landed, the screen 
centres on it, and control is returned to the 
player via the icons lor ihe next shui 

Tne game is error trapped to the extent of 
warning you against silly shots, like taking a 
wood to the ball on the putting surface or 
trying to get out of rough with a putter. The 
accompanying packaging gives alt the gen- 
eral rules of championship play as well as 
local out of bounds rules for Royal St 
George's and the kiss of strokes incurred for 
moving your bail should it fall into the 
water. 



Presentation 79% 

The options, packaging and attractive 

appear&noe on screen invite you in. 



Sound 71% 

A bit limited, thwacks of club on ball, 
bounces and some applause when you 
hole out. 



Placability 84% 

Icons make it very easy to get into killing 

the usual initial huslrdi ion associated 

with simulations. 



Addictive qualities 80% 

Depends On your liking of golf, but even 
the less impressed may find a modicum 
of addictivity here- 



money 82 

the average, 
d packaging i 



Overall 80% 

May even entice the non- golfing frat- 
ernity, but certainly a must for golfers 
and sports simulation enthusiasts. 



100 AMTIX June 1986 







r 



ds 



O 








V/ / 



^T 



vat 



> 



^ 






NOW 




r l ■ w 



SPECTRUM 48K 



H* 



tlOLD THC K£Y TO GOTHAM CITY 
AND 'TO WORLD Of TO 

CflPf T> CRUSADf P 



6 Cmnl StFwl, Mmtatcf M2 SNS 



Telephone 06 1 6 12 6633 












Gremlin Graphics, £9 95 
cass, £14 95 disk 





A banrioned as en orphan on the 
$hores of the Island of Tranquil 
Dreams, you were adopted by 
an old monk — N&ijishi. Grand 
Matter of the Dawn The monks 
on the island worship Kwon, the 
god of unarmed corn bar and 
your adopted father has 1 rained 
vou in the martial arts — iV% a 
Ninja he wants to make of you r 
not just a man f Before becomi ng 
worthy of the nottfe titia of Ninja 
you must pass three tests of 
endurance and skiM in combat 
against opponents chosen by 
the Master Tests of your skills in 
unarmed combat, pole hghting, 
and Samurai sword fighting 
^att in this computerised 
version of the role playing 
adventure books 

The cassette version of the 
game comes as a sat of two 



tapes, while the disc version is 
self contained. A master pro 

tram has to be loaded before 
ie fighting can start, which puts 
up a menu screen and allows 
you to Opt for practice in one of 
the three forms of combat, or 
you can take the full test, work- 
ing your way ih rough all three 
stages, Select keyboard or joy- 
stick, press the key to select an 
entry point in the game and the 
fighting begins. 

An oriental tune introduces 
the action, which takes place on 
a large window on the screen. 
The status area gives a readout 
on Endurance and Inner Force 
levels, represented by circles a! 
the bottom of the display For 
every complete circle of Endur- 
ance used by a combatant, one 
point of Inner Force is deducted 
and the fighter who runs out of 
Inner Force first loses the 



contest The opponents sent 
against you by the Matter have 
different levels of Endurance 
and Inner Force as wall as a 
variety of skills. As a fighter's 
Inner Force wanes, the power of 
the blOWS he lands and the effect 
they have on his opponent is 
reduced. 

The display system features a 
triple scroll effect, which allows 
three levels of animation on the 
screen and provides animated 
backdrops. The lighting takes 
place in the foreground and the 
middle and background anima- 
tion areas are used for incidental 
action. Pole fighting, for inst- 
ance, takes place on a pole per- 
ched on the banks of a r iver ; logs 
float down the watercourse 
while ducks paddle about, occ- 
asionally taking in th< 

In the first section oi the gam* 
you find yourself wandering in 
the desolate desert land of Orb 
without a we apon, The Master 




has collected a range of oppo 
nents to pit against hit trainee 
Ninja, and they are not all 
humanotd- He's not averse to 
animating the odd rock or obe- 
lisk to test your skills Antia 
patk>n mounts as you await the 
first opponent Suddenly, a 
pointy-eared goblin jumps out 
from behind a rock — the battle 
a on 1 As in the of her two sec- 
tions of the game, control is 
effected in the usual beat em up 
manner, using eight direction* 
m combination with fire to make 
a total of sixteen moves. Once 
the goblin is out of the way a 
floating spectre creeps up from 
behind and gradually zaps away 
your strength- Each time an 
opponent is despatched your 
status levels are lopped up in 
readmess tor the next fight, The 
contest continues until all the 
Master's challengers have been 
defeated or you die. Simple* 
really" 

Once the desert of Orb has 
been cleared of aggressive nas- 
ties, it's on to the role Fighting 





section. Standing on a pole 
spanning a river* you're sud- 
denly confronted by an armour 
pi a led skeleton with 9 very nasty 
grin on its face Armed with 
quarter staffs you enter battle, 
attempting to wear each other's 
inner Force levels down to zero. 
The skeleton is not alone — once 
it has been despatched to the 
murky depths of the river 
whence it came, other pole figh- 
ters join the froy including 
another Nmja and a mean look- 
my i twarf with a club. 

Survival in the pole fighting 
leads to the Grand Temple end 
the final section of the game. 
The scene of the last test Is 
majestic indeed Snow-capped 
mountains rise to meet the sky 
on the horuon and the Temple 
appears behind you. Birds flut- 
ter overhead, labourers trundle 
wheelbarrow^ to and fro and all 
seems very peaceful until a 
mongolian sword fighter with 
an enormous knife in his hand 
lumps up. In Samurai Sword 
Frghting the Mestflf pits you 
against the greatest warriors he 
knows, some of whom can per- 
form fighting feats which you 
simply can't match. It's possible 
to defeat the Manet's minions, 
but difficult . . . 

If the swordsmen are all 
defeated, om further test re- 
mains — it's time to confront the 
Grand Master himself If you are 
abie to prevent him from making 
mincemeat of your corpse you 
have truty have earned the right 
to be e mnj-a. 'speaker of wis- 
dom, protector of the weak, One 
most powerful'. 



OOTKtSM 
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Gremlin Graphics have 
buih quite a reputation 
around the qualify of 
graphics in the past and 
the dvtall in the backdrops and 
animation in Way of the Tiger 
adds to Gremlin's standing. 
Characters ere well drawn ami; 
movement is tight and realistic; 
The impression of parallax ghW 
en by the differing speeds of 



horizontal scrolling in near, 
middle and farground is a nice 
cosmetk touch but like all 
beauty, is only skin deep All 
improvement in speed would 
have been all the guitdmg of the 
water lily that I would have 
asked for The different skills 
and fighting methods of the 
venous opponents make the 
game a constant challenge The 
incidental animation lends a 
and atmosphere that 
nicely to the overall feel, 
end proves there is still room for 
fighting games — but they'll 
have to be pood to but this one. 



f%] All thes* Karate type 
V^ j games were getting a bit 

J monotonous, but this one 

has put some new life into this 
particular type of game Way of 
fita ttger has three distinct 
stages, all of which are superbly 
executed and it *s lots of fun to 
play The graphics ere well 
detailed and probably the best 
featured in a game of this type. 
Watching someone else play the 
game is greet fun even ff you are 
not en expert yourself. There is 
lots of action going on ell the 
time and with the assorted ef- 
fects in the background it all 
looks very convincing. As with 
most beat em ups, the game is 
instantly playable and the jncr- 
•tting difficulty of your oppon- 
ents make it very addictive. 

a] After seemg some pre- 
tty view pictures* f was qwre 
^^j impressed and hoped the 
gamepteyin the finished version 
would match the derm/fad gra- 



phics Unfortunately f was a M 
disappointed with the siowiah 
animation and the poor res 
ponse on ftrst playing the game 
The game £S excellent if you Me 
lots of pretty graphics sue/} as 
water falls, market traders, 
ducks and the like, but i coutdn't 
qet used to the gameplay and 
found that sticking to usmg a 
smgh move got me through 
quite a few characters, Alf of the 
modes ot combat have sow 
thing a tut dffferent about them, 
but basically the game is repet- 
itive Mom venation should 
have been used with fewer 
frames of animation this would 
have made the game much 
better to play, if you've got a 
craving tor bash and btow 
games than this could we/I hit 
the gap as it is a very good 
game, ft may not appeat to 
everyone's teste, however, 



Presentation 85% 

Pretty packaging with 
comprehensive instructions in 
no less than four languages. 

Graphics 91% 

Lots of background animation. 

Sound 89% 

Nics oriental tune at beginning 
but the spot FX are nothing 
special. 

Payability 92% 

Like all martial arts m little 
practice goes a long way. 

Addictive qualities 91 % 
With three dffferent types of 
fighting you won't tire of the 
game quickly. 

Value for money S6% 

H you like martial aits games it's 

money well spent. 

Overall 91% 

Not as colourful a^ some 
fighting games but there is 



tight ling games t> 
pfenty of variety. 
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TANK COMMANDER 




Amsoft £9 95 cass, £13 95 
tape 




CRITICISM 





This is in eaceltefit combat simu 
lation garrw from Amsoh Gold thai 
combines payability good graph- 
ics, and addictive qualities, It is one 
of the best games I have seen on the 
cpmbat simulation front for some 
time Then are a ffw complaint a, 
such M the length of time nee d ed 
for each 5479*11 to be loaded up, end 
alio as you leave each screen the 
action hate for a moment then you 
era off again The graphics are a bit 
too green but that does not affect 
the play ability stakes. 
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This ts a new release on The Amsoft Gold 
label Chat puts you in the driving seat Of 
a tank behind enemy line* Yttur Task is to 
rescue friendly agents whilst avoiding, 
naturally enough, Tiaving tank and torso 
scattered liberally over the countryside. 
Rom the loading screen press ftf e on either 
icy slick or keyboard and the tank is found 
on the tactical screen This depicts a section 
of map, the position and current direction of 
the tank and the all import tin I dashboard 
which monitors speed, turret orientation, 
engine temp, turbo level message window, 
damage indicator, agents rescued and 
USefufinforrnmion on any targets present 

Pressing the space bar from here 
accesses the large scale map giving the 
location of your agent as a blinking red 
cross and the location of any known 
enemies as flashing red dots the moving 
ones obviously out to get your tank which is 
represented by a turret . Pressing fire will 
return the lank to the tactical screen and 
then, using whatever intelligence gained, 
the tank can be aimed towards an agent in a 
left, right, forward, backwards stylo at 
varying speeds across the different terrains 
Roads are obviously the fastest with grass, 
rough land and marsh an gradually 
reducing speed of progress Pressing T will 
give a turbo boost for short periods hul 
watch the temperature as overheating will 
impair engine performance 

Five different types of armoured aggres- 
sors try to bring about a premature end to 
your rural r amblings and although some 
encounters can be avoided, sooner or later 
it's time to hurl a few hume grown high 
explosives about. When an enemy appears 
m your locale, you can tell what it It hey 1 is 
(are) by the different representation on 
screen. Pressing fire in this position or 
getting too dose to your brothers rn armies 
takes you Into that battlefield . Here the 
message window gives the relative position 
oi the closest tamet and the target mtot- 
mat ion portion of the screen gives a pic- 
torial representation of its type, armour 
level — which deputes as hits are made, 
firepower and range. 

When m combat, your gun elevation is 
displayed above the message window as a 



number between 50 and -7. This must be 
controlled dependent upon target range. 
Once your shells start to rain the shortfall 
indicator will give readings by which to 
increase or decrease pun eleven 
However, if shells are too wide of the nm 
will give erroneous readings Several hits 
will have to be made upon nasties depend- 
ent upon their armour rating but most of 
I hem sport an AchiNes heel which will lead 
to their destruction with only a single shot 
but only experience will lell where they ate. 

To pick up an agent, the tectu- 
occupies must be first cleared of any da nger 
before he'll zip out kn hit jeep and gtve a 
smart salute Each time an agent is picked 
up a thermometer type gauge of spies 
rescued will increase. Present slatufc is 
displayed on screen by pressing escape 
whilst in tactical mode and your rating and 
number of kills and agent saved displayed 
H however, it all turns out a tittle sour and 
there is small pari of a field somewhere that 
will be forever England em M feast . 
badly stained, then the status screen is 
played and provides the final testament to 
someone who had steel but unfortunately, 
no longer has any permanent bodily domi 
die in which to store fl 



Presentation 70% 

Overall presentation could have been 
much better 



Graphics 75' 



Sound 45% 

Too few sound effects 



)f the game 



I Payability 
Soon loses its initial appeal 



Addictive qualities 60% 

Unknown addictive qualify 



| Value for money 65% 

I Would be good value if reduced in price 



Overall 65% 

An ordinary game with no remarkable 
features 
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Without doubt . t he Amstrad range of computes 
tt optdty establishing itself at the forefront of the 
personal micro industry - 

In response to this I fend US Gold and Ultimate 
Ptay The Game haw produced a series of 
stunning conversions, designed to e*pbit the 
best features of the Amstrad micro 
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any software collection 

Direct from the Arcades of America 
tomes KUNGFIJ MASTER. Martial art 
dpertsand demons of euery desenp- 
tion are your obstacles in this last 
paced video action thriller Tb 
trawl through the Wizards 
temple to rescue the fan maiden 
you must avoid demons, i 



forces against the cruel dictator A true head to 
head game with voice simulation and superb 
mult i screen graphics 

From the Ultimate Play The Game Stable. 



TTTTTT?gaTl 



dragons, snakes and kilter bees. 
Beware of weapon wielding 
henchmen and defeat each of 
the deadly guardians to advance 
to each of I ne five floats Your only * 
Arfrnce is your martial art skills 

Sequel to the higjhly acclaimed Beach 
Head, BEACH -HEAD 1 1 once again pits the allied 
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GUNFR I G HT capt u res t he at mosphcre of t he 
Old West at its wildest wore*! As Shcnff 
QuickJraw you II Iwe your hands full |usi 
keeping yourself and (he townsfolk alive, ne%vr 
mind dealing with the likes of Quick Draw 
McGuw, tastes! gun in the West' 

Finally there is DAM BUSTERS This simulation 
really needs no introduction, an accurate 
teconst ruction ol til T S^uadrdris epic Sec ond 
t Wot Id War raid on the Moehne. Eder and 
^L Sorpe Dams in Germany's industry] 
V heartland; DAM BUSTERS ts already 
regarded as an aJktme software 
I classic 

\ All t hese great games ate available 
1 now especially for the Amstrad 
at better computer stores, 
nationwide 
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disk £14.9$ 

CASSETTE £9.9 5 





Selected U-5. Cold a UltinuicPLnr The 
! GJm* pnxiui i ts JVdiLiMe i torn selec ted 



John Meruies 
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The platform game is dead, long 
live the platform game' Con- 
fused * If not you will be, since 
the newest offering from Grem- 
lin Graphic* is a platform game 
but not in the traditional wnse of 
the word Gremlin have taken 
the conventional 'side on' view, 
fumed it through ninety degrees 
and come up with a platform 
derivative that can only be 
described as WEIRD' Enter the 
surreal world of Sounder, a 
world where tennis balls bounce 
high — higher than you would 
expect. And this is where the 
platforms come in. It's hard to 
see that platforms have any 
thing to do with this game, as 
they ere wen from above — but 
they are there, and if you fail to 
recognise this, then the game is 
lost from the Start. 

The action takes place far, far 
above the ground with the 
simple object of guiding an 
extreme hy vibrant tennis bell 
through ran tortuous courses, 
avoiding all* manner of hazards 
along the way Each course con- 
sists of several platform arr- 
angements, with an expanse of 
colourful scenery below. The 
ball moves in r and 'out' of the 
screen to give the impression 



that it is in fact bouncing up and 
down. 

Most obstacles encountered 
throughout the various levels 
can be jumped with relative 
ease, but some need that little 
bit of extra 'boost' to get over or 
around them. So, there ere 
blocks marked with an arrow to 
give that added push Catapults 
are more powerful than the 
arrows and are found on higher 
levels, along with disappearing 
platforms that must be jumped 
on with caution and transporters 
that lelepon the ball from one 
point on the screen to another. 
Moving platforms may also be 
found on the higher levels. Of 
course, things are not quite that 
simple, for the ten levels also 
have their own fair share of 
nasties in the form of assorted 
aliens, such as strange hat-like 
creatures and jet propelled fish 
and flies, along with many devi- 
ous traps, elf in true Indiana 
Jones fashion. Other hazards 
include impassable walls which 
must be fumped around and 
mines that explode into deadly 
pieces or shrapnel Fans blow 
the ball off course and can prove 
both useful and a pam. while 
spinning Sticks are definitely 



most annoying. 

To make life a bit easier there 
are plenty of question marks 
scattered along the courses 
These squares, when landed on* 
give a surprise, usually in the 
form of pleasantries such as 
extra lives, 'jumps" or points 
Occasionally you find yourself 
being chomped by 9 pair of evil 
gnashing teeth or squashed by a 

Eur of boxing gloves, but at 
SSt the squares stay the same 
every game As the game pro- 
gresses through the levels, the 
course gets longer and becomes 
far more treacherous* with 
sneaky dead ends in mates of 
impassable walls as well as an 
increasing number of aliens to 
hinder progress- At the end of 
every level there is a bonus 
screen — several question 
marks are dotted about the 
screen and you must land on as 
many as possible before you run 
out of 'jumps'. You start with a 
limited Supply of jumps, but 
they are only used up on bonus 
screens. Should you successful 
ry land on every square then you 
are awarded a Bounder bonus of 
10,000 points, along with the 
standard bonus of 10,000 points 
for completing the fevel You 
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then move on to the next level 
and yet more hassle 

St ii I confused ? Don't be — the 
game is certainly easier lo play 
than it is to describe* 



B&un(f*r really is 
ous type of game 

inall Quite 



■ curt- 
end. 
It's actually fairly 
original I Quite unusual that, 
wrth the current state of most 
AxnStrad software Its a very 
neat idea end the game is fun lo 
play though it's often quite 
annoying as you get killed when 
you r ten n is bell looks fairty i 
This happens quite a lot 
landing on the very edge of a 
platform Gremlin have done e 
good fob again there's lots to 
*Jtpk>te end no shortage of ehal 
JerKje to this one. Svunttef'* 
mam appeal lies wrth Ha *■ eel- 
lent graphics end sound they 
really are quite stunning The 
landscape trie errant tennis ball 
springs o vet is very pretty in- 
deed though rt can get confu- 
sing as to what i dangerous and 
what Isn't Bounder is very newt 
indeed — rt s fairly addictive and 
both pretty to see and listen to. 
Definitely worth a quick shufty 
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it next time your* in your local 
podium 

I had heard a lot about this 
game on other computers 
and to be honest wa* not 
expecting it to be vary good at 
aH I mean, where'* the fun in 
bouncing a ball around a 
screen? what a surprise I had, It 
15 an excellent game whk:h is 
very addictive and well pro- 
grammed. It does take some 
time to mazier the art of control- 
ling the ball but after thet prob 
lem it resolved there's a lot of 
tr kky game to play through. It is 
definitely a game your Amstrad 
deserves to nave in its system. 



3/ thought this game was 
toads of fun to pfaf hut it 
_J did fBke some nme to get 
into At fttst tt was aft too easy to 
mfl the tennis baft off the pfat- 
fotms. The graphtcs are first rate 
as am (he sound effects. The 
scenery iS * Sf Y Pretty and the 
game ftseff has a lot of addictive 
qualities. The further you prog- 
res* mto rt the more you want to 
ptoy it One for the collection 
nfthaut 3 doubt 



Presentation 88% 

Joystick and keys both provided 
for and a neat scrolling message 
provides handy information. 

Graphics 90% 
Very good indeed with 
imaginative use of colour end 
some nice animation to be Men. 

Sound 91% 

Catchy little ditty beetle* away 
throughout the game but it 
could prove somewhat tedious 
after a while, 

Payability 92% 

Instantly hooks and is nice and 

easy to get into. 

Addictive qualities 91% 

The larger map pushes on most 
gamesters but having to go 
through old screens every new 
game could get tiresome 



Vcilue for money 91 % 
Mot a bad bargain at all 

Overall 91 

A neat little game that is well 
worth a squint at, 
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DOOMSDAY BLUES 



PSS and Ere 

Informatique, £9.95 cass, 
£14 95 disk 











Life can be rough at nmw 
Having your planet taken over 
by machines which use the 
Simple expediency of extermin- 
ating all hfe forms not held 
together by rivets can give 
waking up in the morning a 
charm otherwise unbeknown to 
mankind On this particular 
morning you wake up in the 
cosy bosom of cell 412, What 
can be bad about that? After all 
they have not terminated one's 
lite, yet( Mmd you* it is sad thai 

Sou are the only member of the 
uman race left alive, and ere 
therefore e member of the most 
exclusive club in the world. 
Pretty shebbytat eh? Obviously 
there is not much to do and no- 
one to plav wi(h. Whei if the 
machines have saved you pure- 
ly to provide amusement when 



they get bored? 

Paranoia starts to creep in, 
then suddenly a human lament 
penetrates your consciousness. 
The cry echoes along the corr- 
idors; it's a women by the sound 
of it! Perhaps there is another 
Human Being alive — and a 
female at thetf It may yet be 
possible to find Simian comfort f 
Who wants to hang around and 
wail to have hmbs pulled out by 
bored automatons? It fc s much 
mom fun to go out and explore 
the unknown After ell, there 
comes a time and ail that, and at 
most it can only cost an arm and 
a leg I There is a minor 

problem, of course. Nature has 
not been that kind to yours truly , 
but even so the choice is seve- 
re \y limited nowadays. The 
ugliest man is bound to be in 
with a chance After a deep 



breath its tune To HOTftpM Wfl 
of the cell end try to find the 
owner of the tortured lament. 

There is a severe shortage of 
chocolates flowers and so on, 
and in the absence of a suit and 
black briefcase, our hero t\Q% to 
tailor each of his three charac- 
teristics of strength, courage 
and fitness to best effect for the 
task ahead So, resptendent in a 
hoopy French shirt and Doc 
Mutt*, i is time to brave the 
unknown after making a few 
simple preparations. 

Initially the hero begins with 
ten points in each of three 
attributes. There are a further 
seventy points to share oui. and 
by adding and subtracting val- 
ues it is possible to arrive at a 
desired persona made up from 
strength for opening doors, 
courage with which to stun' the 
robot warders by simply looking 
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01 them ( the hero of lh i* g ame is 
vary hutch} and fitness, which 
Ticks slowly away as the game 
proceeds 

Running into any of the nas* 
ins rapidly drains fitness and if 
fitness points run out this little 
French philanderer throws a 
brief wobbly before deporting 
from his mortal coil.. Prisons are 
known for their numerous 
doors, and opening them is 
fairly crucial. Subtlety isn't A 
major forte of Our hero in this 
respect and each door encoun- 
tered is opened by booting it 
until the lock breaks Some 
doors are stronger Than others 
and as Monsieur approaches a 
door it appears in the object 
window on the bottom right of 
the screen with a value for the 
door's strength. Pressing fire 
then reduces the little fellow's 
strength by one as he gives the 
door a resounding kick Once the 
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door's value is zero it is possible 
to continue the adventure. 

As our hero makes his love- 
lorn way around the prison the 
Kssage of hours is shown at the 
ttonn of the screen with a 
reminder of whether its day or 
night. With each passing hour 
one point of fitness is used, so 
speed is of the essence. It is 

Kssibte to coax the fervent 
sooie into a run by pressing 
Ihe Tire button when nothing is 
indicated in the item window — 
but take care, running also 
drains fitness The robot war 
ders never gel tired, They are 
charmless nerks and fairly lethal 
with it, as running into any of the 
nasties will prove Contact with 
robots rapidly drains your 
fitness. 

Luckily the robots" dead I mess 
is as marked as their predicta- 
bility and they can be avoided 
with the aid of careful clock 
watching. The need to hang 
around Before moving allows 
our man to get his head down 
for a kip now and again, and 
during sleep at the passage of 
time nas no effect upon his 
fitness level As with any of the 
objects in the game, using a bed 
is done by pottering up to it until 
it appears m the object window 
and Oien pressing the fire 
button. 

As the man pants his way 
around the prison, several items 
can be found which aid recovery 
from his exertions. If his mus- 
cles start to flag, a quick bite To 
eat should help and for the price 
Of 1 franc. S Strong cup of coffee, 
courtesy of the expre&so vend", 
should make a braver man of 
him. As this program was writ- 
ten in France, popping down the 
cellar for a quick bottle of wine 
proves a real tonic, renewing 
your character's health. Of cou- 
rse, ail of these benefits are not 
Without their own particular 
dangers . . - as you'tl discover 
during play . - p 
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Compelling and colourful 
with good graphics and a 
definite touch of humour 
in the animation watch when 



the hero kicks doors and drinks 
wine This ere French software 
has the edge The clean graph 
i», although attributed to Cat 
hertne Vagnon. were passed 
through the very capable hands 
Of Michel Rho, the man rrtpo- 
nsfole for the superb graphic* of 
Get Dexter, H shows . . . 
Ooomsd&y Blues should have 
seasoned strategy players pon- 
dering, and arcade addicts tak- 
ing a well earned rest as they 
soak Up the story- Well worth § 
look — this is a great game 
written for the Amstrad, on the 
Amstrad Getrtl 
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Wo wee. This game is 
realty yumrme Okay, to 
be serious for a moment, 
*SS have backed a winner w;th 
this one. An original idea with 
superlative graphics and cunn- 
ing gamgplay makes Daomsday 
Bhtes a wonderful challenge and 
fun to play. The character am- 
met ion is excellent and only Let 
down a littte by the slightly more 
simplistic robots. But the game 
oozes atmosphere and tension 
The fine detail and subtle use of 
colour give the game en individ- 
ual appeal that sets it apart from 
other; more mundane offerings 
More games of this type and the 
Amstrad will lose forever the 
cruel and unjustified description 
of an 'upgraded Spectrum" If 
there has to be one criticism it's 
that sometimes you have to be 
cautious with your character's 
progress and this can slow the 
game down a little, At the and of 
the day though, this one has to 
be a winner. 



t\ The only way to summa 
i>y rise this game ts wtih the 
Z^A phrme. pure bfiMmrK*' 
The graphics ere aMcattent and 
there ts pfmty ofc&tour ft ts run 
to ptay end witf be on* of my 
popuieraames for a Jong t$me l*> 
come, the fending tune *s pm* 
tatty one of the best i've heard 
on the Amstrad but the spot fX 
are not up to the $eme Quality H 
ts Quite e difficult game to get 
fnto but once you get gomg, it ts 
reeJry compulsive 



Presentation 90% 

Clear, concise instructions and 
packaging 

Graphics 93% 

Very colourful and detailed 

Sound 89% 

The loading tune is except tone r 
but the spot FX could be better 

Play ability 91% 

Takes time to actually get into 

the game. 

Addictive qualities 91% 

Once into the game it's difficult 
tostop. 

Value for money 90% 
A bit above the going rate but 
si ill worth every penny 

Overall 91% 

Another brilliant arcade 
adventure game for your 
col lection 
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STORY BY KELVIN GOSNELLo 
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DRAWN BY OLIVER FREY? 




IfrOT YDU OUT O^TWE. 

hole piwn? i&imPL^ 
hflr mo snaptE e*«&v 
NEf PE^ Gv£ftv OunC£ 
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Next: Graveyard of the Starships. 
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NICK FALDO 



PLAYS THE 







Now available 
for the Amstrad 
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Accurate \ 

Mtli *:rcen \ 

scrolling niap of the 
Rural Si. Georges 
Golf Course* venue lor the 
Open Championship 1985. 

Can yon make par OH (his 
course ot Champions' 11 Willi strong 
winds and deep hunkers you'll need all 
ihe help your e;idd> can give you. Full 
animal ion ami live action hring ytuir game to life. 
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£9.95 for AMSTR AD 464/664/6128. ATARI 64 K. BBC 32K. CBM 64 r MSX 64K. SPECTRUM 48 l 2SK I 



INDEPENDENT 
CREATURES 



INVENTIVE 

PUZZLES 



THE PRICE OF MAGIK 







MANY 

POWERFUL 

SPELLS 



VIVID 

WITTY 

RESPONSES 



200+ 
LOCATIONS 

ALL 

ILLUSTRATED 

(not BBC) 



AS YOU RISE FROM SORCERER S 

APPRENTICE TO SUPREME WIZARD 

THE PRICE OF MAGIK 

WILL KEEP YOU SPELLBOUND 



Send a large 5 A.E lor FREE POSTER and mail order details to 
Level 9 Computing P O Bo* W Weston Super Mare, Avon, BS24 9UR 
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